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FROM THE EDITOR 


Animation Saves 
the Day (Again)! 


The summer of 2024 will be remembered as the 
time animated movies and their fans saved the 
global box office. We had all read the doom and 
gloom reports about the “death of cinema? and 
how the pandemic and the streaming explosion 
joined forces to spell the end of the theatrical 
business as we know it. But lo and behold, familiar 
faces in the animation world stepped in and made 
the picture a lot brighter. 

A quick look at the global box office chart 
for the year shows that Disney/Pixar's Inside Out 
2, Universal/Illumination’s Despicable Me 4 and 
Universal/DreamWorks’ Kung Fu Panda 4 are 
holding on to the No.1, No. 3 and No.6 spots (with 
$1.6 billion, $808.5 million and $547.8 million, 
respectively). Not to mention that the rest of the 
top 10 titles are also movies that wouldn't be 
made without the aid of CG and VFX magic. We 
hope whoever is producing the Academy Awards 
telecast in 2025 will remember this fact and give 
animation a big shout-out and a glorious montage 
sequence instead of relegating it to the children’s 
table as the industry often does. 

Yet, it’s quite ironic that in early August, we 
also saw members of the animation community 
gather at a packed union rally in Burbank to 
speak up about how Al and recent technological 
shifts, outsourcing and layoffs have impacted 
everyone's livelihood. Thousands of animation 
professionals voiced their concerns prior to The 
Animation Guild’s negotiations with the Alliance 
of Motion Picture and TV Producers over the new 
three-year contract. As union president Jeanette 
Moreno King noted, “We're at a crossroads in 
this industry with uncertainties we haven't faced 
before. We're not just defending our jobs, we're 
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defending the soul of this industry.” 

The soul and collective artistry of the animation 
industry is also on full display in this year’s 
amazing collection of fall releases. Our cover 
story, DreamWorks Animation’s much-anticipated 
The Wild Robot, has been the subject of much 
praise and adulation ever since the first trailer 
was released months ago. After a successful sneak 
peek panel at Annecy and a special screening 
planned for the Ottawa Int’l Animation Festival, 
the Chris Sanders-directed feature will premiere 
in theaters on Sept. 27. Our long-time contributor 
Tom McLean has prepared an insightful feature 
story about the making of this project (DWAs 49th 
movie!) for this issue. 

We were also quite happy when acclaimed 
Latvian director Gints Zilbalodis accepted our 
request for a special interview this month. His 
multi-Annecy Prize-winning movie Flow is also 
Latvia’s official Oscar entry in the International 
Feature race, and will be playing in U.S. theaters 
beginning Nov. 22.We hope you enjoy our first 
packed issue of the fall season, which also 
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features sneak peeks at events such as Pixelatl 
Festival, Cartoon Forum, the Ottawa Int’L 
Animation Festival and MIP Junior. We all know 
that the whole world loves animation. Now, let’s 
fight together to make sure everyone who works 
in this wonderful industry gets the job security, 
benefits, salaries and respect they truly deserve. 


<n 
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Editor in Chief 
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Twilight of the Gods 


3-7 
Guadalajara, Mexico is home to the annual 
Pixelatl Festival this week. [pixelatLcom] 


6 


The mischievous demon (Michael Keaton) 

is back in the wild sequel, Beetlejuice, which 
also stars Jenna Ortega, Winona Ryder, Monica 
Bellucci, Willem Dafoe and Justin Theroux. 
Tim Burton directs. 


Adam and Craig Malamut's new primetime 
animated series, Universal Basic Guys, 
premieres on FOX after the NFL doubleheader. 


13 


Enjoy the first three episodes of the hot 
new Science SARU show Dan Da Dan: First 
Encounter in theaters today, courtesy 

of GKIDS. At home, tune into the new 
special LEGO Star Wars: Rebuild the Galaxy 
on Disney+! 


15 

Tonight's the night! Root for your 
favorite animation nominee during the 
76th Primetime Emmy Awards on ABC. 


To get your company’s events and products 
listed in this monthly calendar, please email 


edit@animationmagazine.net 
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Universal Basic Guys 


16-19 


Discover some new Euro toons at 
Cartoon Forum in Toulouse, France. 
[cartoon-media.eu] 


19 


Created by Zack Snyder, Eric Carrasco and 
Jay Oliva, the new Norse mythology-themed 
Twilight of the Gods premieres on Nettlix. 


20 

Paramount/Hasbro’s exciting fall movie 
Transformers One rolls into theaters 
nationwide. 


24-26 

Meet your favorite animated characters 
on the floor at Brand Licensing Europe 
in London. [brandlicensing.eu] 


25-29 

The Canadian capital hosts the 
continent's biggest animation gathering, 
Ottawa International Animation Festival. 
[animationfestival.ca] 


27 

Directed by Chris Sanders, DreamWorks’ 
eagerly anticipated The Wild Robot 
shines in theaters today. Voice cast 
includes Lupita Nyong, Pedro Pascal, 
Mark Hamill, Matt Berry, Bill Nighy, 
Ving Rhames and Kit Connor. 


LEGO Star Wars: Rebuild the Galaxy 


September 
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Toronto, ON 
tiff.net 


Fantoche 
Baden, Switz 
fantoche.ch 


LINOLEUM 
Kyiv, Ukraine 
linoleumfest.com 


Animaze 
Montreal, QC 
animazefestival.com 


Viborg Animation 
Festival 

Viborg, Denmark 
animationsfestival.dk 


Animasyros 
Athens, Greece 
animasyros.gr 


Nikozi Int'l 
Animation FF 
Nikozi, Georgia 
nikozifestival.ge 
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The Must-Have List 


BOOKS 


This month will be hard on 
the budget, delivering 
multiple covetable hardcovers 
showcasing the brilliant artists 
of one of the world’s most 
beloved animation studios. 

Of course, we have a comprehensive 
creative guide to their latest feature 
with The Art of DreamWorks The Wild 
Robot [Abrams | $50 | Sept. 10], a 
coffee table tome packed with designs, 
concept art and interviews, as well 
as a foreword by voice star Lupita 
Nyong®, preface by author Peter 
Brown, intro by writer-director 
Chris Sanders and afterword by 
producer Jeff Hermann. Fans can 
splurge on the gorgeous Deluxe 
Edition [$150], which comes ina 
clamshell cover with a 32-page 
booklet of sketches by Sanders and 
exclusive prints of vizdev art created 
by production designer Raymond 
Zibach and his team. 

Then, there’s The Art of DreamWorks 
Animation: Celebrating 30 Years [Abrams 
| $200 | Sept. 10], a massive 576-page 
hardcover tracing three decades of 
creation across smash-hit films and 
franchises such as Shrek, Trolls, Kung 
Fu Panda, How to Train Your Dragon, The 
Bad Guys and The Wild Robot, as well 
as the studio's popular TV productions 
like Trollhunters, Jurassic World: Camp 
Cretaceous and Gabby’s Dollhouse. 
Featuring a foreword from Cameron 
Diaz, the book’s comprehensive 
collection of behind-the-scenes 
materials is accompanied by insider 
anecdotes and perspectives from actors, 
directors, producers and artists who are 
part of the DreamWorks legacy. 

Directing at Disney, The untold 
history of Disney animation directing 
from the 1920s-70s. Written by Don 
Peri and Pete Docter, foreword by 
George Lucas. [Disney Editions | $50 | 
Sept. 17] 

The Art of the Cuphead Show!, Never- 
before seen production art, designs 
& more from all three seasons of the 
Netflix toon. Written by screenwriter 
Deeki Deke. [Dark Horse | $50 | Sept. 3] 


BLU-RAY” + DIGITAL CODE 


DVD/BLU-RAY 


My Love Affair with Marriage 

The award-winning animated meditation on 
romance from Signe Baumane (Rocks in My Pockets). 
[MVD Visual | DVD $25 | BD $30 | Sept. 10] 


Despicable Me 4 
Illumination’s latest baddie 
blockbuster, featuring a new 
villain voiced by Will Ferrell. 


Fi 
a 


poe « 
[Uni.| DVD $25 |B0/4K $30|784) Saag 


Trigun Stampede , . 
With cast interviews, CG making-of, ¥ er 
textless opening/ending and more. 

Limited Edition set includes Project Ag bad 
Seeds patch, Jeneora Rock drinkcoasters, copy 

of the Bernardelli Times and three art cards. 
[Crunchyroll | BD $70 | LE $90 | Sept. 10] 


MERCH 


The Original Metalhead 

Warner Bros. CP is celebrating 

the 25th anniversary of The Iron 
Giant with an exclusive WB Shop 
collection. Show your love for the 
Brad Bird classic with one of the 
premium posters [18 x 24” | $32] 
or wear it on your sleeve — we're 
partial to the subtle Planet Patrol 
hoodie [gray or green | $51]! 


Rise of the Scare Bears 

In the ultimate kowaii collab, 
Cloudco's Care Bears meet the 
legendary Universal Monsters in 

a new multi-category merch Line. 
The collection mashes up the 
Care-A-Lot crew with Dracula, the 
Mummy, Bride of Frankenstein 
and the Creature from the Black 
Lagoon in a range of apparel, 
plush, health & beauty, accessories 
and collectibles. Products from 
partners like Hot Topic, Loungefly 
and Funko are rolling out through 
fall at retailers and UNIVRS stores 
at Universal’s Hollywood and 


Orlando resorts. 
— Mercedes Milligan 
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“Why Would They Try 
and DoaGrey Rabbit?” 


10 * Animation Magazine / September/October 2024 


Animation icon Richard Williams looks 
back at Who Framed Roger Rabbit in 

an excerpt from the upcoming book, 
Adventures in Animation. 


developed the project for seven years and Robert Zemeckis worked on it when 
he was younger. Then he said, ‘I'll see you guys Later? and left. 

At that time Bugs Bunny was the top animation character in the world so why, for a start, 
would they try and do a grey rabbit? So the thing languished. Then Zemeckis did Back to 
the Future, which was very big. He was a protégé of Steven Spielberg and wanted to get the 
rights from Disney, so they — Spielberg and Disney — had made a temporary marriage and 
were looking for an animation director. But | didn’t want to do it. 

| said to Zemeckis, “I love the early Disney movies — Snow White, Dumbo, Bambi, Pinocchio, 
Fantasia. But | thought the animation in Mary Poppins was awful. The cartoons look pasted 
on. They look like they’re on a piece of glass in front of the characters. You’re mixing the two 
realms and they don't fit. lt demeans the animation and it also wrecks the live action. This 
pasted-on business is just no good” 


M y next huge opportunity came in 1986 with Who Framed Roger Rabbit. Disney had 


Penguins and Eyelines 

He replied, “But have you seen Star Wars: Return of the Jedi, with the motorbikes flying 
through the forest?” 

He said, “Industrial Light & Magic has figured out a way of printing the cartoon thing, the 
drawn thing, so that it fits into the live action. They expose it differently, so you’ve got the 
different levels working’ And | said, “Well, then we can do it” And then Zemeckis replied, “In Mary 
Poppins, the penguins are actually animated beautifully because they got the eyelines right? 

So when Bob Hoskins is looking at the animated characters in Who Framed Roger Rabbit, 
you believe he is interacting with them. He had this wonderful ability to stop his eyes right 
at the belt line which was at the level with the Rabbit's eyeline. | asked him, “How did you 
get that concentration?” He said, “Don’t make me think about it or | won't be able to do it” 

Zemeckis said that the animation directors always insisted on having a locked-off camera, 
so the camera was still, which meant that the animators didn’t have to turn the characters 

Continues on next page. 
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much. He told me, ‘I’m trying to shoot a modern 
movie where the camera’s moving all the 
time? and | said,“That’s no problem’ He said, 
“But all the animation directors we've talked 
to say you have to have it locked off” And | 
said, Because they're lazy bastards” 

He asked, “But isn’t it more work?” And | 
replied, “What do you think animation is? 
It’s nothing but work. That’s our job, turning 
things in space’ 

It was a very expensive technique, this 
kind of moving camera technique, because 
it meant that we had to print every frame of 
the film that we were going to animate. They 
would print it at Industrial Light & Magic in 
San Francisco, mail it over to us and we'd 
have these big drawings, big pictures for 
each frame — you'd just put a piece of paper 
on it,and draw a rabbit in there. 

Animation is time-consuming, but that was 
really time-consuming — that’s why there were 
so many people on it.After every hand-drawn 
film, they store all the drawings, and with 
Roger Rabbit they had about three times as 
many as normal. 

It wasn’t 3D, more like 2-and-a-half D. The 
animation worked because the characters 
weren't quite round. We back-lit, with a sort 
of rim light, and I’d have to draw them on. 
It was quite a simple thing, as | figured out. 
Because a lot of the live action was blurred, 
the images were blurred naturally. At 24 frames 
a second, it was just going to be a blur. So 
they said,“You can’t put a hard-edged piece of 
animation into that? and | said,“Well | already 
have — strangely enough, on a commercial 
| animated for Disney, with all the Disney 
characters playing football? — and I'd broken 
all the rules. 

| said, “l can prove it, let’s give it a try” So 
we did a test sequence — a sort of obstacle 
course the Rabbit would have to deal with — in 
the live-action world. We filmed an actor in 


Best Bunny: Based on Gary K. Wolf's mystery 
novel Who Censored Roger Rabbit?, the 1988 
movie Who Framed Roger Rabbit won four 
Academy Awards: 


Best Editing 

¢ Best Sound Effects Editing 

¢ Best Effects 

¢ Special Achievement Award: Richard Williams 
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“He asked, But isn’t it more 
work?’ And | replied, ‘What do 
you think animation is? It’s 


nothing but work. That’s our 


999 


job, turning things in space: 


—RICHARD WILLIAMS 


a back alley with beer cans and neon lights 
flashing and | drew the Rabbit coming down 
the stairs and he lit up as a car went past, 
then bashed into a bunch of garbage cans at 
the bottom. All we did was just put a string 
on the garbage cans, pulled them away, and 
it looked as though the Rabbit had knocked 
them over.And then a marvelous guy called 
Ken Ralston at Industrial Light & Magic did 
all the effects and it worked. The two realms 
came together. 

Michael Eisner, who headed Disney then, 
was very dubious about the thing. So he took 
the test — it was about a minute and a half 
— home to his private screening room and 
invited the neighborhood kids in and ran it 
and said,“Do you think | should invest in this?” 
And all the kids said, “Yeah, yeah, yeah!” And 
that’s how they made Roger Rabbit. 


Rabbit in the Fridge 

My favorite part of the film is the opening. 
Bob Zemeckis used to come in and say, Youre 
not still working on that opening are you?” 
And I'd say, “WelL” And he'd say, “WelL, just do 
a good solid Tom and Jerry, just do it like that. 
Don’t make a big deal of it? Of course, | realized 
that this was the part of the film that was 
being left to me,so | started working at night 
on it,and Bob came in at one point and said, 
“Oh God, Dick, youre not still working on that 


opening? You know, if they catch you doing it, 


they’Ll fire you’ Translation — I'LL fire you. But 
I'd done so much of it that it went through, 
and | was very pleased. | knew it was going 
to work. | did the transition to the live action 
with the Rabbit in the fridge and the baby 
throwing his fit and he gooses the girl and so 
on.Although | was directing the animation of 
the entire film, that was the end of my own 
animation — it was my favorite bit, because 
there wasn’t any live action. 

But | also worked all over the picture. For 
instance, when Bob Hoskins is driving his car, 
he was sitting on a sort of makeshift kind of 
car, without sides or anything, and we drew 
a car on top of it, every frame. Or when the 
Rabbit's drinking whisky — George Gibbs made 
a thing like a little lever and the lever ‘drank’ 
whisky, a glass of whisky. So you’d have this 
crazy-looking thing and the actor would be 
there and I’d draw a rabbit over the top of 
the lever. And then, as for the Rabbit, we'd 
do it in pencil and then they'd Xerox that on 
to celluloid, then they'd paint the thing and 
then we'd give extra little mattes to make it 
look round. It was very simple. Afterwards, 
they went around saying how difficult it was. 
But it was just back-breaking work. 

| ended up with a Special Achievement 
Oscar and sharing the Special Effects one 
with George Gibbs and Ken Ralston. So | got 
two Oscars for that one, and by then, we were 
really rolling. m 
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By Tom McLean 
eteran writer and director Chris Sand- 
V- was fired up to adapt Peter Brown's 


young adult novel The Wild Robot for 


DreamWorks Animation. But he felt the movie 
needed to look as different as the story felt 
to him when he first read it. 

“Early on, we had some beautiful devel- 


opment art, these loose paintings that were 


explorations of different places in the story, 
and | was so enamored [with] the looseness 
, and the impressionistic vibe of these explor- 
s atory paintings that | approached Raymond 


Zibach, our production designer, and | asked 
him, ‘How close to this can the final film look? 
Could the final film be indiscernible from 
these development sketches?’ And he said, I'll 
see what | can do;” says Sanders, co-director 
of such hits as Lilo & Stitch and How to Train 


THE TEAM BEHIND DREAMWORKS' Your Dragon (both with Dean DeBlois) and 


The Croods (with Kirk DeMicco). 


BEAUTIFULLY CRAFTED THE WILD ROBOT _ There Games dey’ and lmunet inating 


this up — that | was sitting in color dailies, 


DISCUSS THE CHALLENGES OF BRINGING and | was looking at what | thought was yet 
another of those development paintings, 


THE BESTSELLING BOOK TO ANIMATED LIFE. and someone pushed a button and it began 
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to move ...And | had a moment of panic. | 
thought, ‘Have we gone too far?’ It was a radi- 
cally new look; he says. “But the moment that 
| saw the matching characters fused with that 
background and saw the acting and saw the 
whole thing as a completed scene, | realized, 
no, it’s quite the opposite. We have achieved 
something groundbreaking” 

Audiences will get to judge for themselves 
when The Wild Robot arrives in theaters Sept. 
27.Sanders wrote and directed the adaptation, 
which stars Lupita Nyongo as the voice of 
Roz, a robot whose crate is lost in shipping 
and crashes against the craggy shore of a 
wooded island. 


Flight Instructions 

Far from any human contact, Roz’s program- 
ming prompts her to adapt to the natural en- 
vironment, and she finds a mission that fulfills 
her programming parameters when a goose 
egg hatches in her hand, revealing a small 
and weak gosling named Brightbill, voiced 
by Kit Connor. Roz takes on the challenge 
of helping Brightbill grow strong enough to 
eat and swim and learn to fly well to migrate 
with his flock. 
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With help from a fox named Fink, voiced by 
Pedro Pascal, and a possum named Pinktail, 
played by Catherine O'Hara, Roz raises Brightbill 
only to face the uncertain future of returning 
to the factory where she was made. 

Sanders says he connected with the story 
because it’s open, has strong emotions and 
has fully realized characters while avoiding 
unnecessary complexities. “This one had a 
simpler arc to it that | thought would be 
perfect for the kind of resonance that | was 
feeling when | read it? he says. “[The charac- 
ters] exist more in a gray zone; they're not 
really heroes, nor are they villains. They are 
characters in difficult situations where they 
need to grow and change in order to triumph 
wherever they are.” 

Sanders says the visuals were essential to 
the development of the project, and he was 
encouraged that DreamWorks had stepped 
away from traditional CG animation toward 
a more artistic look in its recent features, The 
Bad Guys and Puss in Boots: The Last Wish. 

“For me, it was necessary that we have a 
sophisticated look because the nature of the 
story — a robot in the wilderness amongst 
animals — could play way, way, way too young, 


and it is not a young story; he says. “Visually, 
it is critical that people see this and instantly 
understand that this is something different” 


Painterly Vision 

The Wild Robot delivers on that promise, 
rendering Roz and the natural world around 
her in impressionistic tones with painterly 
light and soft edges. The environments, he 
says, were created without geometries and 
were completely hand-painted. In fact, ev- 
ery character and surface in the movie is 
hand-painted, except for Roz when she first 
arrives on the island at the start of the film. 

“[Roz] has a CG surface like we're used to 
in the very beginning, and as she progresses 
through the film, that surface is now being 
replaced with brush strokes because she’s 
getting dented and scratched and she’s getting 
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Brushes with Greatness: Director Chris 
Sanders and production designer 
Raymond Zibach worked closely to 
develop a radically new look for The 
Wild Robot, which was inspired by the 
film’s development art. 


mildew and she’s getting a patina, and she’s 
beginning to belong to the island? Sanders 
says. | believe we have upward of 30 different 
versions of Roz’ 

Roz was a challenging character to assemble, 
with inspiration coming from multiple sources. 
The movie retained the simple silhouette of the 
illustrations in Brown’s novel, but her design 
and how she moves were developed hand 
in hand, says Jakob Jensen, head of character 
animation. Although it was initially thought a 
humanoid rig could work, the story called for 
her to do things like mimicking animals, and 
a more bespoke rig was required,Jensen says. 

“Even before we had a rig and even a final 
model, | did some storyboard explorations just 
to figure out, Could this design do that?” Jensen 
says. ‘And true enough, it probably could, so 
we gave that to the rigging department, and 
they totally killed it. It's amazing? 


Inspired by the Silent Masters 

Roz also has no mouth or moving facial 
features. To convey her evolving emotions, 
the animators studied such masters of pan- 
tomime as Buster Keaton, the stone-faced 
star of Hollywood's silent era. That was 
complemented by glowing LED lights on 
her body and head that pulse and change 
color to reflect her emotion and lenses for 


16 * Animation Magazine / September/October 2024 


eyes that hint at deeper thoughts. 

Underneath it all was Oscar winner Nyon- 
go's subtle and confident voice performance. 
“Lupita worked so hard to find that voice — 
that was not just out of the gate” Sanders 
says. She worked very hard to develop the 
Roz that we hear and did multiple passes 
at every scene, because we would iterate’ 

The story itself required several iterations. 
Sanders’ early drafts followed the book’s 
episodic nature, which required some re- 
working to make it work for the screen. “It 
was very true to the book, but | feel like we 
weren't getting a true three-act structure 
where we built to a climax and paid it off? 
says Heidi Jo Gilbert, head of story. “To me, it 
was kind of figuring out what is Roz’s larger 
journey, and how can we add, how can we 
shape the world around her to create the 
conflict and the emotion that we need from 
start to finish?” 

Gilbert says the answer came from isolating 
Roz and making things less convenient for 
her — making her figure out more on her own. 
Her tasks of helping Brightbill eat, swim and 
fly are achievable tasks that, in the end, don’t 
satisfy Roz the way she expects, and those 


emotions set up her motivation for the rest 
of the movie. “I feel like once we narrowed 
in on that journey, it wasn’t stopping and 
starting — it was threading that right through 
the whole film? 

One aspect of the story that snuck up on 
Sanders was Roz’s role as a mother figure. 
“Frankly, | didn’t even realize it until | was 
talking to someone very recently, and they 
mentioned this is a predominant thing in 
animated films where mothers are missing; 
he says. ‘And oddly enough ... that may have 
been a factor that | wasn’t even conscious 
of when | said | wanted to work on it, but 
it’s certainly something that | latched onto 
in the story” 

The animal characters stand out from other 
animated features in that they don’t wear 
pants or have jobs — instead, they move like 


“| think we reconnected 

with something that we lost 
connection with so long ago, 
and | think that The Wild Robot 
is nothing but strengths.” 


DIRECTOR CHRIS SANDERS 
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animals. Zibach says their performances are 
anthropomorphized only from the head up. 

“There's just enough, to me, stylization of 
the proportions that they feel like unique 
characters, but they give you the impression 
of what a real [animal] is? Zibach says. “That 
word, impressionism, is really what drove 
everything — does it still feel like the right 
thing when we're done?” 

Zibach says the island was inspired by 
real places such as Olympia National Park in 
Washington state. “My early drawings were of 
the cave and the coast that she first wakes 
up on, and then views of the of the island 
itself, and it was really trying to find an iconic 
shape to the island, which, like | said, you don’t 
really get to see’ 

In contrast, the futuristic world Roz comes 
from rejects the common postapocalyptic 
aesthetic for an optimistic view more familiar 
to the golden age of science fiction.“Syd Mead 


was designing the heck out of everything, 
and everything looked great — it looked so 
optimistic? Zibach says."And that seemed like 
a great future world for her to come from and 
then plop her in the middle of a rugged Island’ 

Producer Jeff Hermann says the cast and 
crew were resilient, starting work during the 
COVID-19 pandemic and then navigating 
strikes by the Writers Guild and the Screen 
Actors Guild. “The writers’ strike didn’t affect 
us much, but the actors’ strike certainly did? he 
says. There was a six-month window where 
we couldn't record our actors, and we were 
right in the thick of production and had our 
full animation team on’ 


Revved Up by Roz 
This created a high level of excitement, with 
demand to work on the feature at DreamWorks. 
“So animating Roz and animating the 
animals in this film was an utterly unique 


experience for the animators; he says. “They 
were so excited that | went to animation 
dailies to launch scenes and several times 
the animator interrupted me as | began to 
describe the scene, and he said, Actually, | 
already animated it? And | said, ‘Wait, what?’ 
That speaks to how excited everyone was and 
how motivated everybody was on this project’ 

The final result has audiences excited too, 
with successful promotion stops at Annecy 
and Comic-Con. 

Sanders sees the movie as bringing an- 
imation full circle, restoring the artistry of 
hand-drawn features with the potential and 
innovation of CG.“l think we reconnected with 
something that we lost connection with so 
long ago; he says. “And | think that The Wild 
Robot is nothing but strengths.’ 


Universal releases DreamWorks’ The Wild Robot 
in theaters nationwide on Sept. 27. 
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ATTRACTION 


Sideshow and Janus Films will 
release the movie in select 
U.S. theaters in November 
in time for awards season 


consideration. 


ADRIFT IN A 


FELINE 


WATERWORLD 


® 


How Latvian helmer Gints Zilbalodis built a sweeping 
“catocalypse” in the Annecy Prize-winning feature, Flow. 


By Ramin Zahed 


ive years ago, Latvian animator and 
FE director Gints Zilbalodis dazzled the 
world with his first animated feature 
project, Away, a beautiful work that he wrote, 
directed, animated and scored. The self- 
taught animation whiz, who created his first 
Flash-animated short when he was only 
eight years old, has outdone himself with 
his sophomore effort. Flow is a sweeping 
cinematic experience that follows a loner 
cat trying to survive in a flooded planet 
with the aid of some of his animal friends. 
The dialog-free film was universally 
praised when it premiered at the Cannes 
Film Festival (in the Un Certain Regard 
sidebar) and at Annecy in June, where it 
won the Jury Prize, the Audience Prize and 
Distribution Award. We recently caught up 
with the director to find out more about 
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his labor of Love, which is sure to become 
an awards-season favorite in the next few 
months. 


First of all, congrats on the success of your 
second movie! Can you take us back to when 
you first came up with the idea for Flow? 

Gints: | guess it all started with the short film 
| made many years ago which was about a 
cat who was afraid of water. For the feature, 
| wanted to focus more on a group: It’s not 
just a cat, it’s a bunch of other animals. | 
guess it was intentional to come up with 
a story that reflected my own experience 
of working with a group for the first time 
and facing your fears. The cat in the movie 
is also somewhat afraid of other animals. 
| also knew there’d be no dialog in the 
film, and | wanted to tell a story with just 
animals who also behave like animals. That 
meant | could be more expressive with the 


other tools — the camera, the animation, 
the sound and music. It was good to have 
these limitations as it helps you figure out 
the narrative without dialogue. 


You began work on the film in 2019. How 
did you go about putting your team together 
after working solo for your first movie? 

It’s been over five years, which is a long 
time but not too long for a feature. That 
includes writing all the scripts and the 
funding and development work. We did 
everything in Latvia except the character 
animation, which was done in France and 
Belgium. The preproduction, music, animatic, 
character designs, effects and lighting were 
all done in Latvia by the studio | founded 
for this movie, Dream Well Studio. The film’s 
animation was produced in France by Sacre- 
bleu and in Belgium by Take Five. Overall, 
| would say about 40 to 50 people worked 
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Cat’s Eye Visior 


initially cam 


on the movie, but not all of them worked 
on it all the time. Some worked on it for 
only a few weeks. 


What was it like for you to oversee this team 
and work with other experts after your first 
movie, which was made by you alone? 

Some things were easier and some were 
more difficult with a bigger team because 
the movie is a lot more ambitious and 
bigger than my first film, which had very 
few characters and a slower pace. It also 
had a much simpler look. In Flow, we had 
many more characters and a lot of water, 
which is very complicated to animate. It 
would be impossible to do this movie alone, 
so | had make a plan and make sure that 
everyone was on the same page. | know 
that our process was different from your 
typical animation studio’s. Our film felt 
very independent; | was really open to ev- 
eryone’s ideas ... Sometimes the animators 
would suggest to do something differently, 
and | would adjust the camera to make a 
scene work better. The core of the team was 
perhaps only four or five people, including 
me. We had a small budget — about 3.5 
million euros, or about $4 million — so we 
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had to figure out the best way to use our 
resources. Luckily, everyone on the team 
was very passionate about the movie, and 
they were all really invested in it. 


Away was created in Maya. Which tools did 
you use to make Flow? 

We did the whole thing in Blender, which is 
a real-time render engine similar to Unreal. 
It allowed us to work a Lot faster and helped 
me experimenting with the lighting of the 
scenes. It’s great because you don't have to 
wait for a Long time for the renders: | could 
just play around and see if something works 
or not. We didn’t use any storyboards, and 
| did all the animatics myself in 3D using 
Blender. | could plan out the camera shots, 
as the camera plays a big role in the movie 
and it’s moving in and in depth, and we have 
these long takes. The scenes had a very 
complicated choreography and would be 
impossible to draw as storyboards. It almost 
brought an improvisational aspect to the 
animatic phase. | could block the scenes 
and try different cameras, check to see if a 
wide angle would work, etc. It also impacted 
the editing and made the process closer to 
working on a live-action or documentary film, 


The Future Is Feline: Writer-director Gints Zilbalodis 
used Blender to create the immersive, water-filled 
world of a cat and his animal companions in Flow. 


where you have Lots of footage and then 
you can pick and choose the right angle. 
Then, when you have figured it all out, you 
can go back and polish the camerawork so 
that you can pick the best angle for a shot. 


What were some of the animated or live-ac- 
tion films or TV shows that inspired you 
early on? 

| have a lot of influences, not just anima- 
tion but a wide variety of sources. In terms 
of animation, it’s Studio Ghibli. | find it 
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so interesting that Hayao Miyazaki starts 
production even before the storyboards 
are finished. They kind of figure things out 
during production. 

For us, it was important not to waste any 
time or resources, so there are not deleted 
scenes or unused animation. However, our 
process was quite organic. | also love the 
way filmmakers Like Paul Thomas Anderson, 
Alfonso Cuaron and Martin Scorsese use 
the camera to be more expressive. For our 
movie, we wanted it to feel as if there’s a 
real camera person capturing how these 
animals are interacting with the world 
around them. It was important to create a 
sense of immersion with long takes. You can 
get very close to the characters and almost 
feel like you are the cat, in a way. 


You address the real dangers our planet is 
facing in terms of climate change in your 
movie. What would you like audiences to 
take away from the film? 

The whole backdrop of the movie is a mas- 
sive flood and climate change, and that is 
relevant to the issues we are facing. But | 
think it’s also quite universal because it’s 
really more about the characters and how 


they interact with each other. They either 
support each other or fight, but they have 
to find a way to work together despite their 
differences. Our cat is running away from 
himself, and he has all these fears and 
insecurities. But he has to accept himself 
and learn how to live with the other. That’s 
why | feel the movie is quite personal to 
me. Even when you make something that 
is quite universal, you need to have this 
personal aspect and connection to the 
story. | feel that’s what people will connect 
with, even if they don’t care about animals 
or the story! 


And of course, we have to mention that you 
also composed the film’s music too! 

| never studied music, and the first time | 
did the music for anything was for my first 
movie, Away. It was very basic and | created 
it on my computer with some samples. It 
was quite minimalistic and used repeated 
patterns and layers. For Flow, | tried to do 
it myself, but | soon realized that | needed 
some help (which is very appropriate for 
the theme of the movie!). So we brought 
in a professional musician who has written 
many like scores and performed in orches- 


tras. We needed music early on: | created 
themes and sketches before the script 
was finished. It helped me figure out the 
story. This way, you don’t have to use temp 
music as you're editing. You have original 
music as youre creating the animatic. Then, 
we brought in composer Rihards Zalupe, 
who fine-tuned everything and made sure 
themes really developed throughout the 
film. It was really amazing that we had like 
a full orchestra who recorded everything. 
When you see the movie in a theater, you 
can really sense the difference. 


Finally, we get to the most important ques- 
tion: Are you a cat or a dog person? 

| used to have a cat, but that was quite 
a while ago when | made my short film 
about a cat. But currently, | have a dog and 
that’s a different experience: | do enjoy the 
company of dogs, but | am more like a cat 
as | like to do what | want to do and don’t 
like to follow any orders! 


Sideshow and Janus Films will release the 
movie in the U.S. on Nov. 22. Flow was se- 
lected as Latvia's entry for Best International 
Feature at the Oscars this year. 


TV/STREAMING 


Bro Life in the 


Post-Work World 


Adam and Craig Malamut share the inner workings of their hot new Fox show, Universal Basic Guys. 


By Devin Nealy 


mong the many questions posed by the advent of Al: How 
A: people earn a living wage when robots have made the 

concept of “a day's work for a day's pay” obsolete? And how 
do people find fulfillment, spiritual or otherwise, in a fully automat- 
ed world? In their Fox Animation Domination show, Universal Basic 
Guys, creators Adam and Craig Malamut (Game of Zones) endeavor to 
answer those questions through the lens of a classic buddy comedy. 
“This idea of Universal Basic Income, | think it comes with all of these 
political strings, but we're approaching it more philosophically; says 
Adam Malamut. ‘Automation is coming. Al is coming, and | think we 
need to think of this new world, this post-work world? 

Universal Basic Guys follows the ongoing misadventures of Mark 
and Hank Hoagies (Devin Halliwell and Adam Malamut, respectively) 
as they navigate their new lives after automation forces them out of 
work. To compensate for their expulsion from the workforce, Hank 
and Mark receive Universal Basic Income, providing them a monthly 
stipend of $3,000. With their newfound freedom and financial security, 


& 
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the duo get to act out their most exciting and occasionally delusional 
daydreams one by one. 

“Imagine early retirement, and youre a person who defined yourself 
by your job, and you're told, ‘You don’t need to work anymore,” says 


Craig Malamut. “Here are the resources to take care of your basic 
needs. Go figure out what to do with your time on Earth:” 


Universal Law 

It only takes a few seconds of Universal Basic Guys to see how Adam 
and Craig Malamut's upbringing in the Northeast helped shape the 
series’ tone. As two South Jersey natives, the Malamut brothers steeped 
the region’s unique cultural flavor in almost every fiber of Universal 
Basic Guys’s brand of humor. In fact, the show’s protagonist, Mark 
Hoagie — specifically his voice — has been a running gag between 
the brothers for decades. “This guy is based on years and years of 
listening to Philly sports radio where everybody is a genius who calls 
up and thinks they know more than the coach or the quarterback? 
says Adam Malamut. “Il grew up listening to that to fall asleep and 
hearing those callers, those know-it-alls, and | started associating 
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Everyday Experts: Universal Basic Guys is the fun new addition to Fox’s Sunday night Animation Domination lineup. 


that voice with that character’ 

Before the concept of Universal Basic Guys crystallized fully, the 
Malamut brothers struggled to develop a series around the charac- 
ter of Mark. “Originally, we just had this character with Mark Hoagie, 
this voice, and his brother, Hank? says Adam Malamut. “We looked at 
different workplace ideas. ‘Is it a hoagie shop?’ | think, at one point, 
Mark did siding on houses or something like that” 

Rifling through different settings proved fruitless for the brothers 
until the COVID-19 pandemic and subsequent quarantine period 
granted the duo a new perspective on the potential future of work- 
place sitcoms. “It was 2020, and we were in the pandemic, kind of 
working from home, and it was like this new world we were entering,’ 
says Craig Malamut. “And Andrew Yang was talking about UBI, and 
we were reading all about Al. The [television] development process 
takes years, so [we thought], ‘What’s something that’s going to be 
relevant and also fresh?” 

‘And this is kind of a topic that hasn’t really been tackled in this 
medium? says Craig Malamut.“So we felt like this might be the future 


” 


of the workplace sitcom: the ‘no workplace sitcom: 


Masters of the Universe 

For as prescient as Universal Basic Guys aims to be, the series is also 
adept at skewering contemporary elements of the digital age. “We live 
in a world now where everybody is an expert, you know, an armchair 
expert in everything; says Adam Malamut. “So taking this character 
who thinks they know everything more than everyone, and it’s like 
now he gets a chance to try all of these things. You know, different 
things in his life,and [he thinks], ‘Oh, | could fly a plane; | could become 
a Navy SEAL; | can do all of this stuff? And what happens when this 
guy tries to be an expert in all of these things, and he learns it’s a Lot 
harder than he realizes? 

Like their protagonists in Universal Basic Guys, the Malamut brothers 
are familiar with approaching a new field without formal training, as 
it is vaguely reminiscent of their origins in animation.“l was writing 
for game shows and writing for reality shows that aren’t that real, 
and | was kind of like,‘l always wanted to do animation;” says Adam 
Malamut. “So | started teaching myself on the side. | started going 
on Lynda.com and doing Flash tutorials’ 

As he gained experience cartooning, Adam received an order for 
his series Sports Friends on Yahoo! Screen.“The order was for, like, six 
episodes to 12 episodes, and | was struggling to keep up a bit? says 
Adam. “Craig, meanwhile, was getting his masters in astrophysics at 
the time, not in animation’ 
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“| was literally in the observatory — when | wasn’t working on 
my thesis, [I was] drawing background art for Adam’s Sports Friends 
series; says Craig Malamut. “And when | graduated, | wanted to [do], 
like, Bill Nye kind of stuff, like science outreach, or like Neil deGrasse 
Tyson stuff, and Adam was like, ‘C'mon, Craig. Move out to L.A. and 
we'll be cartoon brothers:” 

The success of Sports Friends led the Malamut brothers to create 
the viral basketball parody of HBO’s Game of Thrones in Game of Zones, 
which eventually found a home at Bleacher Report, further guiding 
them down the path of mastering animation. Contrary to the humor- 
ous flippancy Mark and Hank Hoagie exhibit for their pet interests, 
Craig and Adam approached their shared passion for cartoons with 
a sense of humility inspired by their grandfather's brief foray into 
animation. “Our grandfather, like, won some contest, and he went off 


\ day 
Adar 


to be an animator on Snow White, but it didn’t seem fun to him, so 
he didn’t end up doing it? says Adam Malamut. “But he always said, 
‘If you want to conduct the orchestra, you should learn how to play 
all the instruments.” 

That invaluable advice helped the Malamut brothers navigate the 
transition from animation enthusiasts to professional animators for 
Fox. “It was helpful with animators, in speaking with them, that we 
had done every part of the process? says Adam Malamut. “We were 
mindful of what’s challenging and what's not, and | believe that 
helped us, coming from a place of not just being a writer, but that 
we've done this.” 


Universal Basic Guys premieres on Fox on Sunday, Sept. 8, at 8 p.m. 
(PT). The show has already been renewed for a second season. 
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TV/STREAMING 


Introducing a Magical Ride 


Cyber Group Studios trots out Master of the Unicorns at Cartoon Forum. 


= 


Restoring the Sparkle: Cyber Group Studios will detail the inspiration and creative 
ideas behind its new show, Master of the Unicorns, at Cartoon Forum this month. 


fantastic world of animated magic 
and unicorns is ready to sparkle this 
month at Cartoon Forum, thanks 
to Cyber Group Studios, the acclaimed 
French studio behind such popular shows 
as Gigantosaurus, Taffy and 50/50 Heroes. The 
new 2D-animated (26 x 22’) series is based 
on a bestselling book series (Le maitre des 
licornes) by Eric Sanvoisin and Federica Frenna. 
“Master of the Unicorn is the new show that 
we are very proud to present extensively in 
Toulouse; says Raphaélle Mathieu, Cyber 
Group Studios’ COO. “This is the first time 
that our company explores the fantasy, 
heroic universe in its own way. We wanted 
to partner with a master of the genre for the 
direction of the series, and that’s why we 
asked Jean-Luc Francois to join us. 
Our new CCO, Pierre Belaisch, has 
appointed Vanessa Grunberg to 
run the development of this 
ambitious and one-of-a-kind 
project. This is definitely not your 
usual fantasy series!” 
Mathieu and her team have 
assembled a talented group 
to bring the book to animated 
life. “We're very grateful 
for the work done by our 
writers, Ghislaine Pujol 
and Olivier Vannelle, and 
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our director,Jean Luc-Frangois, who 
have been doing an amazing job 
creating a fantastic, poetic and 
fun universe. Last but not least, 
the character designs from Rémi 
Borowczyk and the background art 
from Neil Ruffier are absolutely stunning, and 
they bring a special touch to this epic and 
fun adventure?’ 


The Last Unicorn 

The show is set in the kingdom of Aurora, 
where unicorns once roamed free. But ever 
since the evil Man with No Name attacked 
their world, the magical creatures have lived 
in a secret sanctuary. When Aélig, the 
son of the last master of the 
unicorns, meets one of the 
magical creatures, he sets 
out to reunite her with the 
rest of her kind. He is joined 
by Princess Ilana and the mini 
stone golem Lemmy to restore 
Aurora’s magic and prosperity. 

As Pierre Belaisch says, “Each 
episode of Master of the Unicorns is 
a baroque fantasy and a very fun 
‘Toad movie; including a complete 
plot in a single episode, while 
supporting a larger story arc. 
This is a true adventure show 


“We hope both 

boys and girls will 

be inspired by the 
show's unique 
storylines, beautiful 
and aspirational 
adventures, incredible 
heroes and villains, 
and the overall great 
fun it provides.” 


CYBER GROUP 
STUDIOS’COO, 
RAPHAELLE MATHIEU 


with good guys and villains, stakes, chases, 
action, powers ... but it is definitely a comedy 
too, where some characters and situations 
were created to put emphasis on the humor’ 

Mathieu adds, “The unusual-looking unicorn 
and our main characters’ world make it a 
great kids’ show which will be attractive to 
both boys and girls. We truly believe we have 
achieved our goals and our presentation at 


| 


Cartoon Forum will detail our special approach 
and aspirations’ 

Cyber Group Studios aims to continue 
pushing boundaries and extend its slate to 
new genres and styles. “We are always on the 
lookout for the best talent and original and 
well-told stories? says Mathieu “Our aim is 
to bring a new show in development to each 
content event, offering our partners a wide 
range of option, and to hopefully become a 
one-stop producer-distributor, so that all of 
our partners can find at least one show that 
suits their needs’ 

She concludes, “We hope both boys and girls 
will be inspired by the show's unique storylines, 
beautiful and aspirational adventures, 
incredible heroes and villains, and the overall 
great fun it provides. We also hope that our 
clients will continue to perceive us as a key 
provider of high-quality and innovative shows. 
At Cartoon [Forum], we hope industry talent 
will reach out to us and let us Know about 
their upcoming projects as well!” 


For more info, visit cybergroupstudios.com. 
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It’s Showtime for the 
Nursery School Set! 


Disney's new animated show Kindergarten: The Musical raises the curtain on some fun animation for preschoolers. 


ame Old Song 


» 
hal, (> 
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By Ramin Zahed “We were writing a totally different show _ for years, mostly for live action? adds Lewis. 


indergartners love to sing and dance, 
K: creating an animated show fea- 

turing Broadway-style songs and 
dance numbers for very young audiences 
is a no-brainer! That’s exactly the premise 
behind Disney Jr. and Disney+’s new show, 
Kindergarten: The Musical. Created by Michelle 
Lewis and Charlton Pettus, and co-produced 
by OddBot Entertainment, the new fall series 
follows the adventures of five-year-old Berti 
and her new friends as they experience the 
highs and lows of leaving home and starting 
school for the first time. 

The show's creative team also includes 
exec producers Kay Hanley and Dan Petty (Doc 
McStuffins), exec producer/supervising director 
Tom Warburton (Muppet Babies) and co-exec 
producer/supervising story editor Laurie 
Israel (Sofia the First). Lewis and Pettus were 
kind enough to take our readers behind the 
scenes of their new show. 
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and, in preparation for the pitch, decided we 
needed to be ready for the inevitable ‘What 
else do you have?’ question; says Pettus when 
discussing the show's origins. “Kindergarten: 
The Musical was initially just a title spitball, 
but once we started filling in the outline, we 
realized we had something special” 
“Charlton has been one of my favorite go-to 
songwriting partners, and we've been meeting 
regularly to write songs for Disney projects 


“We started riffing on how everything can be 
musicalized, but how some things are easier 
(and more appropriate!) than others. One of 
us said, Kindergarten: The Musical, and we 
both went, Wait a minute..:” 


The Long Wait 

After pitching the show to Disney in 2019, 
development began in 2020 (over Zoom, during 
the pandemic), and the series was officially 


y xg 


greenlit in 2021. “Building an entire world 
out of three words is a tall order!” says Lewis. 
“Developing a show is a very long process; 
adds Pettus. “If you knew how long it would 
take when you started, you'd never do it.At the 
same time, it has been an amazing experience 
seeing this world come together!” 

Lewis says she often writes about what 
she likes to see in the world. “This show has 
given all of us the opportunity to fill in some 
of the missing spaces, to honor music we 
love, to honor the teachers and role models 
we had and to give voice to the big feelings 
and emotions little humans have when they 
first go to school? he says. 

Pettus agrees. “We love the characters. 
They've become these amazing, brave little 
people who share their stories and feelings 
in the songs we write with them; he says. 
“After seeing the journey from script to record 
to finished episode, we have a deep appre- 
ciation for how much the actors imbue our 
characters with their own personalities. And 
we love the artists, designers, storyboard 
artists and animators who have brought this 
whole world to life. This is my first animation 
experience, so I’m still absolutely dazzled by 
the magic of it all” 

So, what makes this show different from 
other similarly themed kids’ shows? 

“Our show is a real musical, in the classic 
sense; says Pettus. “The songs move story 
and reveal inner thoughts, which helps our 
stories dig much deeper than preschool shows 
usually can. Also, our characters are real kids, 
almost the same age as our viewers. From 
what we've seen so far, that has made them 
extraordinarily compelling and engaging. 
Kids will see themselves on the screen and, 
we hope, be inspired and engaged’ 

Prep work for each episode begins by 
breaking down the story, creating outlines 
and then scripting it. The songs are written 
in tandem with the scripts. “We figure out 
during outline which story beats should be 
musicalized? explains Pettus. “We generally 
have three songs per 11-minute episode: 
one to introduce the story’s theme, one to 
capture the peak emotional moment and one 
to resolve things. We are really committed to 
letting the songs drive the story rather than 
just commenting on it. During production, we 
are songwriting an episode every week while 
simultaneously recording the songs from the 
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previous week, so it gets pretty crazy!” 

Once the songs and script are nailed down, 
radio plays are recorded, then cut down to 
rough time, and become the basis for the an- 
imatics. Each animatic has a lead artist anda 
second song specialist, because the demands 
of the more elaborate musical sequences 
would be too much otherwise. Animatics go 
through revisions with episode directors (and 
an additional supervisor for 2D sequences) 
and then the cast is recorded. At this point, 
the production has an animatic with cast 
dialogue and songs. From there, it goes to 
Mumbai- and Bangkok-based M2 Animation 
for animation and then postproduction. 


AValentine to Musical Theater 

“This show really digs into the musical 
theater elements, which added more layers 
to the process like choreography, set design, 
stage lighting and vocal arranging,’ says 
Lewis.“We had a choreographer on the show, 


who blocked out where the kids would be 
on stage and what moves they were doing; 
our director oversaw the building of actual 
stage sets (animated, of course); the lighting 
of the musical numbers re-creates classic 
musical stage lighting; and all of the vocal 
arrangements — which are so multilayered 
and intricate in musical theater — took a lot 
more time and effort than they have on other 
shows I’ve worked on? 

For Pettus, a key challenge was to polish 
each song to reach a peak level of perfection. 
“There are over 150 songs in the first season, 
and we love and are proud of each one; he 
says. His partner says being responsible for 
the entire puzzle (rather than just one piece) 
has been a steep but gratifying learning curve 
as a co-creator. And as Charlton mentions, 
“The sheer volume of material we had to 
come up with is technically a challenge, but 
with such an inspiring world to draw from, 
it’s a fun one!” 

Both Lewis and Pettus have nothing but 
great praise for the show's other executive 
producer, animation veteran Tom Warburton, 
creator of Cartoon Network’s popular show 
Codename: Kids Next Door,whose other credits 
include Disney's Fish Hooks, The 7D, Muppet 
Babies and the recent Naked Mole Rat Gets 
Dressed. “We hit the lottery? says Pettus. “I 
don’t think we realized until much Later that 
we had literally the best showrunner in chil- 
dren’s TV. He is inexhaustibly positive and 
relentlessly focused. It’s an impossible job 
that he makes look easy every day. Sometimes 
you just get lucky!” 

“| wish he wasn’t so mean and grumpy 
all the time jokes Lewis. “Just kidding! We're 
lucky to have such a talented and experienced 
showrunner to work with. He makes it all 
look easy.” 

The duo is now excited to finally see the 
show reach its target audience this month 
after many years of hard work. “I hope they 
experience the power and joy of music; says 
Lewis.“That we show them that kindergarten 
can be awesome and that bursting into songs, 
when words just aren't enough, is a perfectly 
reasonable thing to do! And we hope kids see 
themselves in our classroom and that we help 
them ‘feel like they can do or be anything!” m 


Kindergarten: The Musical premieres on Sept. 
3 on Disney Jr. and on Sept. 5 on Disney+. 
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Under the Spell of Norse Myths 


Zack and Deborah Snyder praise the craftsmanship of their new animated series, Twilight of the Gods. 


By Karen Idelson 


ack Snyder's love of animation, graphic 

novels and legends runs deep. With 

such movies as 300, Man of Steel, Justice 

League and Watchmen in his filmography, it’s 
clear the director craves iconic storytelling in his 
projects. His latest venture, Twilight of the Gods, 
a new adult animated series that premieres on 
Netflix this month, takes him even deeper into 
these areas as he explores Nordic mythology. 
This bloody story of vengeance takes place 
against a mythic landscape where intense 
battles are waged.A mortal king named Leif is 
saved during a fight by an enigmatic warrior 
named Sigrid. The two fall in love and marry 
but incur the wrath of the god Thor on their 
wedding night. Sigrid is enraged and takes 
Leif and a group of willing recruits along 
with her as she charts a course for revenge 


at any and all costs. 

The series is co-created by Snyder, Jay Oliva 
and Eric Carrasco. Besides directing the first and 
last episodes of the first season, Snyder also 
serves as executive producer with Deborah 
Snyder, Oliva and Wesley Coller. Other episodes 
are directed by Andrew Tamandl, Tim Divar, 
Oliva and David Hartman. 


Mad About Mythology 

Snyder tells Animation Magazine that he’s 
always been a bit of a mythology junkie. 
“| consider Norse mythology one of the 
mythological pillars? he says. “Some people 
start their love of mythology with the Greek 
mythology, or maybe you start with Norse 
mythology. | have a fascination with the 
Arthurian legend and the myths surrounding the 
British Isles. So, working with Norse mythology 
is an easy segue. It gets you right into all of it. 


“1 find the look painterly and beautiful and immersive 
in the sense that you're within a consistent design 
world. So, no matter whether we go into the dark 


depths of a dungeon or whether we're following a 
dragon, it fits into the world perfectly. 


EXEC PRODUCER AND CO-CREATOR ZACK SNYDER 
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There's a lot of overlap with the Norse gods 
and there's sort of a cultural relationship there. 
| just naturally evolved toward it’ 

He adds, ‘I can’t really remember when | first 
was exposed to it, but | feel Like I've known 
about it for quite a while, and it’s influenced 
a lot of my ideas about storytelling. The thing 
about Norse mythology is that it’s not really for 
kids: It has a lot of adult themes. It deals with 
gender and sexuality. There’s a Lot of violence 
and there’s a lot of weird things that happen. 
It's mature and not really like a fairy tale in this 
sort of classic sense. It’s my personal feeling 
that these are more adult stories” 

In keeping with Snyder's belief that these 
stories are innately mature, the Love story 
between Sigrid and Leif is complex, challenging 
and shown in full emotional and physical 
detail. Snyder felt the relationship was the 
cornerstone of the story. 

“This one really got to me because | just 
think that love story is so genuine; says Snyder. 
“It’s not an easy love story, but it’s so real and 
so relatable. It’s not a fairy tale love story. It's a 
really deep and really solid love between Sigrid 
and Leif. | think that really kept me excited 
about it, because | just love the idea of this 
kind of epic love story that transcends time 
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and space. | thought if we 
could land it and make 
it believable and real, it 
would be amazing’ 

Snyder and his team 
began developing the sto- 
ry and animation around 
four years ago, first with in- 
house artists at his production 
company, The Stone Quarry. From there, 
another acclaimed animation house, Xilam (/ 
Lost My Body, My Life in Versailles), took on the 
task of animating the story based on Snyder's 
ideas about the look of animation he felt would 
work for the project. 

“It was amazing to work with all these 
artists; says producer Deborah Snyder.“Because 
we started during the pandemic, we would 
get on a call with them, and we had artists 
in around 40 different countries working on 
this with us. In a way, it was a more intimate 
process. Xilam brought the magic to the 
work they did” 

Zack Snyder says he wanted to revive a 2D 
fantasy look. “I really wanted it to feel like a 
clean and simple design; he explains. ‘And if 
we're allowing the drama to come through 
into this minimalistic kind of design, then 
animators really have to be efficient with the 
acting. We were creating simplified versions 
of these characters. | also wanted to create a 
kind of illustrated look.We wanted something 
unusual. It was not like we were going for hard 
realism. It’s definitely stylized and its own 
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The Wrath of Thor: Twilight of the Gods follows the adventures 
of Leif,a mortal king who is saved by a strong warrior named 
Sigrid and wages a long battle against Thor. 


thing. The show has this sort of 
muted and limited palette. | find 
the look painterly and beautiful and 

immersive in the sense that youre within a 
consistent design world.So,no matter whether 
we go into the dark depths of the bottom of a 
dungeon or whether we're following a dragon, 
it fits into the world perfectly. 


A Chorus of Talent 

The series also features John Noble (Lord 
of the Rings) as Odin, Jamie Chung (Big Hero 
6) as Hel, Paterson Joseph (Timeless) as Loki, 
Rahul Kohli (The Fall of the House of Usher) as 
Egill, Kristofer Hivju (The Fate of the Furious) 
as Andvari, Lauren Cohan (The Walking Dead) 
as Inge, Pilou Asbaek (Game of Thrones) as 
Thor,Jamie Clayton (Sense8) as the Seid-Kona, 
Stuart Martin (amestown) as Leif and Peter 
Stormare (American Gods) as ULfr 

Looking for music to complement his take 
on these Nordic legends, the director turned to 
a composer known for his epic scores — Hans 
Zimmer. The two previously collaborated on 
Batman v Superman: Dawn of Justice. 

“We were so lucky to work with Hans 
Zimmer and have a really great relationship 
with him? says Deborah Snyder.“Hans has an 


incredible team of composers he works with, 
and together, they crafted something that | 
think is super special. Zack really wanted it 
to feel authentic. It didn’t matter whether it 
was animated or live action; he really wanted 
the story and the journey to come through, 
and | feel like they did an amazing job in 
achieving that? 

As the show's director/producer and a 
passionate fan of Nordic mythology, Zack 
Snyder believes the right talents came 
together to create the adult animated series 
he wanted to make. 

“The stories are really served by treating 
them as stories for adults with adult themes 
and drama, says Snyder. “I’m a huge fan 
of Heavy Metal, the animated film that was 
created back in the 1980s. I’ve always loved the 
idea of adult animation even then. Animation 
is definitely a place for adults as much as it 
is for kids. It’s great that we're coming into a 
period where adult animation is something 
audiences want, that they're looking for and 
that broader audiences understand animation 
is just another way to tell a story’ m 


Twilight of the Gods premieres on Netflix on 
Sept. 19. 
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The Return of Skynet 


Mattson Tomlin breathes a new soul into the machine 
in the new Netflix/Production |.G series, Terminator Zero. 


' 


2 
re 


By Jeff Spry 


ne of the great unsolved mysteries 

of the universe is why it has taken 

four decades for 7erminator fans to 
finally get an animated adaptation of that 
nightmarish world, first introduced by James 
Cameron and Gale Anne Hurd in the 1984 
sci-fi blockbuster. But for indie filmmaker 
Mattson Tomlin, the visionary writer and 
showrunner behind Nettflix's new Jerminator 
Zero anime series, that conundrum is far less a 
glimpse in the rearview mirror than a reason 
for gratitude that the project entered his own 
creative sphere. 

“Why they haven't done this up until this 
moment, | have no idea? he tells Animation 
Magazine. “But I’m glad they waited until it 
could be me. The call for Terminator was an 
incoming call, which doesn’t always happen. 
| got on somebody's list and it just worked 
out. | was on set shooting another robot 
apocalypse film that | directed, Mother/ 
Android. | got an email that said Skydance 
and Netflix were pairing with Production 
1.G and they’re going to make a Terminator 
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Fearful Future: Production |.G’s new Jerminato 
series follows a soldier (Rosario Dawson) who i 
sent back to 1997 to change the fate of humani 
and alter the Al war against humanity. 


> 


show and would | be interested.” 

Manifesting the moody metropolis of 
Gotham City and its tormented caped crusader 
as co-screenwriter for director Matt Reeves’ The 
Batman, Tomlin fortified his storytelling talents 
to tackle writing this first-ever animated 
adaptation of The Terminator. 

Netflix’s eight-chapter Terminator Zero 
is directed by anime master Masashi Kudo 
(Bleach) and centers on dueling 1997 and 2022 
timelines. As Judgment Day (Aug. 29, 1997) 
looms, genius scientist Malcolm Lee is fine- 
tuning his savior Al called Kokoro to deploy in 
a frightening war against Cyberdyne Systems’ 
mainframe known as Skynet.A fearless female 
freedom fighter called Eiko is launched back 
in time from 2022 to 1997 to guard Lee from 
a stalking T-800 Terminator robot aiming to 
kill Lee and his supercomputer threat. 


Revisiting Judgment Day 

Terminator Zero is also blessed with a vocal 
dream team including Timothy Olyphant 
(Deadwood, Justified) as the Terminator, Rosario 
Dawson (Ahsoka) as Kokoro, André Holland 
(Moonlight) as Malcolm Lee, Sonoya Mizuno 


(House of the Dragon) as Eiko and Ann Dowd 
(The Handmaid's Tale) playing the Prophet. 

“The fact that the show was animated 
and there were Japanese creative partners, it 
seemed like an opportunity to set the whole 
thing in Japan; Tomlin explains. “And that was 
a chance to get away from the U.S-Mexico 
border, which is where all Jerminator movies 
have taken place. Instantly, that set it on new 
ground. | realized we've seen Judgment Day 
in flashbacks, flash-forwards and dreams, but 
we've never seen it. So just set it in 1997 and 
then let it play’ 

In a fitting example of fate 25 years in 
the making, Tomlin first saw director James 
Cameron's The Terminator when he was eight, 
and it had a haunting effect that he’d draw 
upon when crafting the horror-tinted scripts 
that formed the bulk of Terminator Zero. 

“| rented it on VHS from my Local library 
and it just scared the s— out of me; he recalls. 
“| think | got as far as the scene where the 
Terminator starts to take out his own eye. | was 
just like, ‘I can’t,| can’t? It gave me nightmares, 
and a couple of years later | was 11 or 12 and 
The Matrix came out and | was obsessed with 
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it. So | went on this run of looking for all the 
great sci-fi movies and | saw Terminator 2 and 
it blew my mind? 

For fans of the original Terminator, one of 
the more iconic images composed by Cameron 
and cinematographer Adam Greenberg was 
when Arnold Schwarzenegger's bodybuilding 
buddy Franco Columbu was revealed, playing a 
T-800 unit infiltrating a resistance bunker and 
his red eyes glowing as he opened fire with 
his particle cannon. These types of threads 
were part of the visual language Tomlin tried 
to convey to his veteran animation team at 
Production I.G. 

“When | was writing the script, | was putting 
together these visual ‘look books’ for every 
single scene; Tomlin adds.“ wanted to arm 
Production I.G with as much as possible, and 
that image was in so many of the scenes. | 
remember pointing to it and saying, ‘We've 
got to get to that!” 

Choosing character designs 
for Terminator Zero presented 
slight obstacles in development 
because Tomlin wanted to steer 
clear of the muscle-bound look 
in Schwarzenegger's portrayal. 

“It’s such a mind f—, because 
when you say Terminator, you 
think Arnold? he says. “When 
Cameron started talking about 
The Terminator in Rome, where he had the 
fever dream about a machine skeleton, it 
was Lance Henriksen he was going to cast. 
He has quotes | found of him talking about 
him being the ultimate infiltrator. That’s the 
opposite of Schwarzenegger. 

“The thing | kept saying was that he needs 
to be somebody that if you saw him in a dark 
alley, you’d want to turn the other way. He’s 
sort of lanky, he looks pale and kind of sweaty, 
he’s a little bit cross-eyed.| started calling him 
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the creepy fish man. There are going to be 
some people who look at him and get annoyed 
because he’s not the definition of cool” 

Terminator Zero’s intense saturated colors, 
noir anime style and old-school violence 
were aesthetic choices Tomlin stressed to 
Kudo and the I.G animators. 

“What’s great about Production I.G as 
partners is that they're so good at what they 


“I realized we've 

seen Judgment Day 
in flashbacks, flash- 
forwards and dreams, 
but we’ve never seen 


it. So just set it in 1997 
and then let it play.’ 


SHOWRUNNER/EXEC 
PRODUCER MATTSON TOMLIN 


do, that at a certain level it’s like, ‘I can arm 
you with all the material and now it’s my 
job to just get out of your way and let you 
guys do what you do: For any character, they 
would send me 25 iterations or so. I.G was 
so incredibly kind to me in letting me be 
involved in that process’ 

Another touchstone essential to the success 
of Tomlin’s Terminator series was aligning with 
composer Brad Fiedel's pulsating synthesizer 
score for The Terminator. Terminator Zero 


delivers an enveloping soundscape that 
anchors fans while harkening back to that 
1984 score. 

“My friends Kevin Henthorn and Michelle 
Birsky,who did the score for my movie Mother/ 
Android, also did the score for this. They heard 
that I'd gotten Terminator and so they just 
started sending me music.A Lot of that kind 
of synthy, dark stuff — | was writing to that. 


That really helped the tone. They were on 
before they were officially on, giving me that 
palette to write to” 

Having a competent vocal cast for any 
animated endeavor is a critical aspect, and 
Tomlin never overlooked that. 

“Terminators are not the most verbal 
characters. | think Arnold in 72 has like 60 
lines, and there’s a similar ratio here. The 
Terminator speaks, but it takes him a minute. 
They all bring such an amazing soulful quality 
to it. Even adding Little externalizations brings 
the character so much to life. They were all my 
No. 1 choice. With Rosario, it doesn’t get any 
better. I’ve quietly had a crush on her since 
| was 15 years old when Sin City came out? 

Finally, the most rewarding part of 
Tomlin’s Terminator Zero project hopefully 
has yet to come. 

“| hope the hardcore fans, who really love 
Terminator, feel rewarded; he concludes. “Going 
through the process of four years, writing all 
the episodes, overseeing it and making sure 
it stays on the rails, I’m very proud of what 
this show is and how it's turned out. And the 
fact that it’s Terminator, it’s very high stakes. 
| made the thing | wanted to make, and you 
can’t beat that” 


Terminator Zero premiered on Netflix on 
Aug. 29. 
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Clean-Up Heroes 


Three charming garbage collectors help their community in Millimages’ new show, Bin Buddies. 


addy the ostrich, Rodrigo the Lion 
and Turbo the raccoon are the 
colorful heroes of Bin Buddies, the 


new animated show created by Fabrice Ravier 
for prolific French studio Millimages. The 
three friends play an important part in the 
lives of the community in LovelylittLetown, 
because they are the hard-working gar- 
bage collectors of their town. That’s the 
fun premise behind the new 52 x 7-minute 
show Millimages is introducing at Cartoon 
Forum this month. 

“The project was introduced 
to us last year at Annecy’s MIFA 
market; says Millimages produc- 
er Bonnie Lener. “It immediately 
captivated me with its concept 
of garbage collectors spreading 
happiness in a small town through 
their quirky and wacky adventures. Fabrice 
had this catchphrase that really resonated 
with us: After all, if we dedicate countless 
stories to fictional superheroes, why not 
focus on real-life heroes?’ It is true that 
garbage collectors are often overlooked. In 
each episode, a new problem interrupts the 
work of Rodrigo, Maddy and Turbo. But the 
golden rule of garbage collectors being A 
round started must be completed; they will 
have to solve each of them every day... The 
trio will often unintentionally create even 
more chaos along the way; but whatever 
happens, they will always spread happiness!” 

Lener praises the characters created by 
Nicolas Haye for their colorful, rounded 
designs. “We collaborated with Dwarf studio 
to bring these designs to life in 3D CG, giving 
the characters an appealing, almost gummy 
appearance, she notes. “Each character 
has a distinct personality to make them 
instantly recognizable and entertaining. 
One character is a bit uptight, another is 
a rock music enthusiast and one is quirky 
and offbeat — you'll easily know which one 
is which!” 

According to the producer, the target 
audience is both upper preschool and their 
families, “The stories are rhythmic with 
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many gags all along and happy 
endings. Fabrice Ravier, Kevin 
Pais and Clement Le Strat worked 
on the stories, while Jeremie Guneau 
who previously worked as director for Mighty 
Mike, is the animation director? Lener adds. 


Spreading Sunshine 

The producer adds that she loves the fact 
that the show's protagonists are garbage 
collectors. “It’s not a rescue show, nor a 
vehicle show that turns the profession into 
something fantastical or heroic, but rather 
a show that highlights the profession in a 
different way? she adds. “Our characters do 
their job but above all they spread happiness 
every time — and sometimes without even 


Millimages producer Bonnie Lener 


trying! The show is filled with laughter and 
universal values like cooperation and em- 
pathy. We've also chosen ‘mumble language’, 
which makes the show different: there’s no 
need for dialog to understand what’s hap- 
pening. It’s a highly visual comedy, thanks 
to the help of Jeremie Guneau’s know-how 
on cartoon storyboarding!” 

Millimages will unveil the first teaser and 
animatic of the show at Cartoon Forum this 
month. As Lener explains, “Besides officially 
pitching Bin Buddies, we will present other 
exciting projects such as Nino at the Grand 
Oak Hotel for preschoolers; Pepper’s Dreams, 
a fantasy comedy for kids aged six to nine; 
and Galaxy Pizza, a serialized series for older 
children. We are Looking for pre-buys on 
those projects that already are at advanced 
stages of development.’ 

This fall, Millimages will also continue to 
expand the Molang universe, with the second 
season of Molang YouTuber in production, 
new licensing deals across the world and the 
property's first movie event, beginning Sept. 
1 in Europe, led by Kinépolis. “We are also 
the proud recipients of the CSR Initiative of 
the Year Award from Licensing International: 
a great reward for the anti-cyberbullying 
media campaign we created in 2023. Molang 
lives beyond its series, with projects focused 
on values and social justice; notes Lener. m 


For more info, visit linktr.ee/millimages. 
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A Charming, Teenage 
Rom-Com/Horror Hybrid 


Director Fuga Yamashiro takes us behind the 
scenes of Science SARU’s wild new show, Dan Da Dan. 


By Charles Solomon 


an Da Dan, a quirky new series from 
D the Science SARU studio, crosses so 

many genres, it’s actually quite dif- 
ficult to categorize. Based on a manga by 
Yukinobu Tatsu that first appeared in Shonen 
Jump in 2021, Dan Da Dan is a rom-com in- 
volving a pair of oddball teenagers. But it’s 
also two intertwined horror stories: one in- 


volving a bawdy ghost that haunts an aban- 
doned tunnel, the other featuring libidinous 
robots from the planet Serpo. (Dan is a noun 
used as a suffix that’s often appended to the 
titles of stories: A ghost story is a kaidan.) 
The first three episodes will debut theatri- 
cally on Sept. 13, and the series will stream 
on both Crunchyroll and Netflix in October. 

The story jumps between genres and 
moods rapidly, and sometimes joltingly from 


scene to scene. Fiiga Yamashiro’s direction 
may remind viewers of a skilled juggler who 
somehow keeps an impressive number of 
balls in the air. He discussed the challenges 
and satisfactions of working on Dan Da Dan 
in a recent interview conducted via email. 

“In taking this original work, which jumps 
genres at an astounding speed, and ani- 
mating it, | thought it was necessary to em- 
phasize its wide range? says Yamashiro. “By 
creating gaps’ in different places, you can 
show a wide variety of styles on screen, cre- 
ating a good balance of the different genres 
and tempos, allowing each scene to stand 
out. That makes the whole series feel like 
a roller coaster. | think this relates to the 
lively emotions of the characters and the 
ever-changing nature of the original work? 

Momo Ayase is an outspoken, unpopular 
high school student who's descended from a 
clan of psychics. She learned about psi pow- 
er from her grandmother, a formidable “spir- 
it medium” who performs exorcisms. When 
Momo comes to the aid of a nerdy guy who's 
being taunted by bullies in class, she’s upset 
to learn his name is Ken Takakura. 


In Search of Banana Organs 

Momo is a superfan of the late actor Ken 
Takakura and refuses to accept anyone else 
having that name: She dubs him Okarun 
(from “occult”). He’s obsessed with aliens; she 
believes in spirits. An effort to prove each 
other wrong turns out disastrous: Okarun is 
possessed by Turbo Granny, a witch-like spir- 
it; Momo is assaulted by alien robots. They 
must work together to undo their mistakes 
and return life to a semblance of normalcy. 
But their efforts to cooperate are complicat- 
ed by fears, tantrums, frustrations and the 
first reluctant hints of mutual attraction. 

The storyline is unlike anything in Amer- 
ican animated series: Turbo Granny is after 
Okarun’s “banana organ”; the robots are 
tired of reproducing by cloning and want to 
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experience heterosexual sex. The series is 
visually striking. The designs for Momo and 
Okarun are clean and straightforward with 
no unnecessary details. 

Yamashiro says, “| asked the designers 
to reduce the ‘polygons’ as well as the 
amount of lines in the characters. In order 
to re-create the dense feeling of the original 
work’s artwork in the anime, | prioritized 
simple designs, so that characters could be 
moved more easily, and created additional 
supplementary density in visual style and 
direction’? 

The designs support interesting anima- 
tion. In contrast to the standard walk cycles 
of many anime girls, Momo drags herself 
from class to class with an odd, bowlegged 
gait. “By changing the movement of the 
character without changing the angle of 
the camera, | intended to bring out the re- 
petitive feeling of Momo's everyday Life? Ya- 
mashiro says. “The scene before starts with 
her completely sprawled over her desk, then 
shifts to her walking around like a zombie. 
Her bowlegged walk was one example of 
bringing out that feeling. | wanted to show 
that her rudeness and gloominess came out 
when she was by herself” 

In contrast to Momo’s bored-to-death- 
with-it-all shuffle, the Floodwoods Monster, 
a sumo wrestler spirit she and Okarun face, 
moves with powerful strides that conveys its 
weight and menace. “The Floodwoods Mon- 
ster’s muscular body and lean, sharp silhou- 
ette were inspired by the champion sumo 
wrestler Chiyonofuji Mitsugu’s silhouette 


changing the angle 


the camera, | inte 


to bring out the 
repetitive feeling of 
Momo’s everyday life.” 


DIRECTOR FUGA YAMASHIRO 


and poses; adds Yamashiro. “The 3D char- 
acter designer Louis Ventre did an incredi- 
ble job on him. It’s one of my favorite crea- 
tures in the show! His entrance was based 
on sumo champion Harumafuji Kohei’s 
Shiranui Gata.” (Shiranui Gata is a ceremo- 
ny sumo wrestlers who have attained the 
highest rank perform when they enter the 
ring; it consists entirely of offensive moves.) 
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Screams and Laughs: Based on the popular manga by Yukinobu Tatsu, Dan Da Dan 
is described as an electrifying, action-packed love letter to sci-fi and horror. 


Yamashiro had to balance the often-fright- 
ening scenes against the slapstick moments 
that are an essential part of any rom-com. 
When a bored Momo makes faces and wig- 
gles her fingers or when Okarun desperately 
needs a bathroom, the designs become sim- 
pler and the animation broad and cartoony. 


Comic Reliefs 

“To create gaps between the serious 
scenes, | made the directorial choice to in- 
corporate comedic scenes; Yamashiro says. 
“The simpler pictures bring out the direct- 
ness of the emotions of the comic 
characters. However, | didn’t use 
more abstract backgrounds to go 
along with the simpler character 
designs, making sure to maintain 
a congruent base of reality, so it 
doesn’t feel chopped up. | was 
conscious of creating continuity 
in the visuals” 

The backgrounds also shift 
from everyday high school class- 
rooms to eerie, crumbling structures to 
brightly colored graphic patterns, parallel- 
ing changes in mood and tone. “The idea of 
gaps’ is one of the themes of this series, and 
| wanted to create some gaps on screen as 
well? Yamashiro explains. “To depict the gap 
between everyday life and the extraordinary, 
| thought colors were a great weapon. The 
colors change in places dominated by yokai 


or aliens. The whole space is painted by a 
color as if it’s being Lit by stage lighting’ 

‘Aliens give a cold impression and so | 
used cool colors; the yokai have a natural, 
rustic feeling to them and some contrasting 
warmth, so | used warm colors; he contin- 
ues. “Characters who gain powers from yokai 
carry that yoka’s theme color — it appears 
on certain parts of their body. In the sec- 
ond episode, in the black-and-white world 
of the Flatwoods Monster, the transformed 
Okarun’s red color (inherited from Turbo 
Granny) stands out: The visuals were calcu- 
lated so that the red acts as an accent color 
within the black-and-white space’ 

The first episodes of Dan Da Dan 
drew an enthusiastic response when 
screened at Anime Expo in July. Yamashi- 
ro concludes that he hadn’t thought much 
about international distribution when he 
was making the series: “I wasn’t partic- 
ularly thinking about the nationality of 
the audience but rather about the fans of 
the original work. | think my duty was to 
capture the spirit and atmosphere of the 
original manga to the animation. Howev- 
er, the reactions | got from overseas fans 
at Anime Expo brought me a Lot of joy and 
motivation’ @ 


GKIDS will release the first three episodes 
of Dan Da Dan in theaters on Sept. 13. 
The show will debut on Netflix in October. 
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A Mexican Journey 
of Inspiration 


Gaudalajara’s Pixelatl Festival aims to lift the spirit of the animation community 
with open arms and the help of creative stars from around the world. 


“At the end of the day, love 

is the absence of fear, and 

in Pixelatl, we are trying to 
continue to foster openness 
and generosity in our emerging 
artistic community. For us, that’s 
a very powerful message.” 


Pixelatl CEO José Inesta 
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like to be part of a dynamic and colorful 

animation scene in early September, you 
will definitely need to check out the Pixelatl 
Festival in Guadalajara, Mexico. The 2024 
edition of the event (Sept. 3-7) promises to 
be yet another star-studded outing, so we 
reached out to the festival’s wonderful director 
and CEO, José Inesta, to get a sneak peek of 
what attendees can expect. 


| f youre a big animation fan and would 


Congrats on yet another edition of El Festival! 
Can you tell us a bit about what we can expect 
to see? 
José: Of course, we will have our traditional 
screenings, our official selection, a space 
dedicated to video games and an area where 
illustrators and artists can sell their art. There 
will be great workshops and panels to highlight 
some achievements of known artists from 
around the world, recruitment, portfolio reviews, 
our exhibition floor and our famous market 
in which the most important studios in Latin 
America participate. 

In addition, this year we will have a new 


stage designed for members of the community, 
where they can talk about important topics or 
projects they are working on. In this space, we 
will also have a drawing workshop, showcases 
of new technology and inspiring talks for 
everybody. It’s important to lift our spirits 
during hard times and share personal successes. 
New projects help us remember that we are 
in the same boat,and when somebody thrives, 
everybody in the community gets motivated. 


What is the theme of the festival this year 
and why? 

The theme of this year’s festival is facing your 
fears, because we believe that sometimes fear 
stops us from trying or doing [things].And in 
this time of uncertainty, because of political 
and industry reasons, we need to be bold 
and act. We need to continue to try and not 
surrender to the circumstances that affect us. 
At the end of the day, love is the absence of 
fear, and in Pixelatl, we are trying to continue 
to foster openness and generosity in our 
emerging artistic community. For us, that’s a 
very powerful message. 
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Who are some of the big animation 
names that are part of the 2024 
festival? 

Like every year, we have amazing 
talent from all the studios. We are 
very happy to have amazing talent 
like Miguel Puga (The Casagrandes), 
Natasha Kline (Primos), Jorge R. 
Gutierrez (Maya and the Three), 
Signe Baumane (My Love Affair with 
Marriage), |an Jones-Quartey (OK 
K.O.)), Sara Varon (Robot Dreams), 
Carrie Hobson and Michael 
Yates (Win or Lose), among the 
many other talented artists who 
will participate in the festival. 


Early 2024 was a shaky time for 
animation, but this summer we 
witnessed animated titles saving 
the film industry. What has this 
past year been like for Mexican 
animation? 

Mexican animation has struggled 
like the rest of the global industry. 
Original features were down 
from previous years, and some 
series didn’t continue to the 
second season because of the 
mergers of big studios and lack of 
national level incentives. However, 
despite the slowdown, Jalisco launched a 
tax incentive to help studios produce and 
attract some international projects. Also, 
amazing projects are coming up next year 
that are keeping the community excited: 
feature films such as Cinema Fantasma’s 
Frankelda and the Prince of Spooks, Warner 
Bros. Discovery and Anima Studio’s Aztec 
Batman and Sofia Carrillo’s /nsectario. In the 
series space, Huevocartoon has an amazing 
project that we are eager to get to see as 
well. 


What is your favorite part of the job? 

My favorite part of the job is watching 
projects that are pitched at Pixelatl hit 
the screens and seeing artists rise and 
become showrunners. It’s also very 
rewarding to see the community grow 
and see them help one another. We are 
still far off where we should be in terms 
of production and original content, but we 
are hopeful that all the talent that is being 
developed and nourished in the future 
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could create the big hit series or features 
that will help boost the local industry. 


Why would you advise everyone in the 
animation world to come to Guadalajara 
and attend Pixelatl? 

| believe Pixelatl has new trends and artists 
that the world should take into consideration. 
There are some stories the world should 
hear and some uses of animation that could 
inspire other countries to do the same. 
Also, the festival is built so that people 
can connect with one another. Animation 
is a collaborative effort, and we need to 
continue fostering these type of events 
where people meet each other and talk. 


What are some of the must-see events of 
the new edition? 

Our official selection with our new section 
on experimental animation. | always enjoy 
seeing the student section, because these 
are the voices of the future. I’m excited 
about some of the keynotes and master 
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classes, especially the panel about Steven 
Universe, where the creative team of the 
show will talk about the process, the 
ideas and how they executed the show. 


Any final words for our readers? 

We hope to see you all in Guadalajara, 
Jalisco. It’s an obligatory destination for 
stop-motion artists, illustrators, video 
game developers, comic book writers, 
animators and all the talent that make 
up our industry. It’s a very busy event but 
with Lots of social interaction. People in 
lines, at the screenings, conferences, etc., 
are always trying to help one another. So 
if you are coming to Pixelatl, be prepared 
to help and be helped by the people in 
the community. It’s part of the generous 
spirit of the event. The team puts our heart 
and soul every year in the festival, and it’s 
contagious. Those who come to Mexico 
will leave with their hearts lifted! 


For more info, visit pixelatl.com. 
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Opening New Doors 


Ibermedia Next offers new funding opportunities for 
animated projects from Spain, Portugal, Italy and Latin America. 


dedicated to advancing the use of new 

technologies in animation and digital 
content from Spain, Portugal, Italy and Latin 
America, has launched its second round of 
funding. |bermedia Next 2 follows on the heels 
of the original funding round in 2023, which 
saw 14 innovative projects gain support and 
allowed creative talent to push the boundaries 
of animation and VR technology 
in the region. 

The Ibermedia Next calls for 
proposals are a definite commit- 
ment to the implementation of 
innovative aspects of the pres- 
tigious and long-standing Iber- 
media Program. It is important 
to highlight that this funding 
arises from the commitment 
of the ICAA (Ministry of Culture 
of Spain) with its Ibermedia partners and is 
financed with Next Generation Funds from the 
Plan for European Recovery, Transformation 
and Resilience. 

The European Funds have resulted in a 
working system that’s in constant collaboration 
with the sector, through the Quirino Awards 
and the Ibero-American Animation League, to 
include new opportunities.Among them is the 
eligibility, for the first time in the history of 
the program, of short formats such as teasers 
or digital animation prototypes or those with 
a high content of VFX/VR/AR. 


| ee Next, an innovative program 


Ignasi Camos 
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Hecho en Iberia: (Left) Ibermedia Next’s grant recipients pose together 
during the Quirino event in Santa Cruz de Tenerife. David Doutel and 
Vasco Sa’s Garrano (Portugal) is one of the previous Ibermedia projects. 


“Beyond direct 
economic aid of up 
to 150,000 euros 
per project, the Ibermedia Next funding is 
part of a strategy to support the development 
of 14 projects selected every year and to 
expand the scope of their IPs in the mid and 
long-term; says Ignasi Caméos, ICAA director 
general. ‘Accessing the Ibermedia funding also 
includes a comprehensive per- 
sonalized training, consultancy 
and promotion program: 

Beyond general training, each 
selected project has a freely 
available budget to invest in 
the consultants or technology 
professionals who best meet 
the immediate needs of their 
project. Another differentiating 
aspect of this grant is that the 
beneficiaries will share with the Ibero-Amer- 
ican animation community the knowledge 
acquired in the training and production pro- 
cess, as well as the developments of open 
source tools that will be made available to 
the international sector. 

The accompaniment and promotion program 
will also allow the leaders of the selected 
projects to attend events connected to the 
Ibero-American Animation League (Quirino 
Award, Pixelatl, Animation! Ventana Sur) and 
other sector events, such as the Annecy Inter- 
national Animation Film Festival in France or 


Next Lab Generation in Madrid. At each event, 
the beneficiaries will participate in networking 
programs and presentations that allow them 
to expand their professional contacts. 


Diversity of Styles and Content 

“The 2023 call for proposals allowed the 
good creative health of the Ibero-American 
animation industry to be verified, with the 
presentation of more than 100 projects of 
great variety and original- 
ity, aimed at a wide range 
of audiences; says Cams. 
“These projects ranged 
from preschool series and 
those for young audiences 
that use Al as a creative 
search tool, to VR projects 
for adults that cover themes 
such as the consequences 
of violence. Likewise, among the projects that 
are being co-developed, the broad participation 
of women in professional leadership roles must 
also be highlighted (directors, script writers, 
animation directors, art directors)? 

Camos adds, The interest of the animation 
sector in incorporating the application of new 
technologies in the creation processes is also 
evident, particularly the implementation of 
open code tools such as Blender or Grease 
Pencil, which will enable it to revolutionise 
the pre-production and production of projects. 
Likewise, we detect an important interest in 
integrating disruptive technologies, such as Al, 
in different creative and production processes, 
without losing the perspective of an ethical 
use of this tool’ 

The Ibermedia Next calls for proposals 
are committed to the application of new 
technologies in digital animation and the 
globalization of the sector by building bridges 
between companies and professionals in the 
Ibero-American sector. In fact, in several of the 
selected projects, the first contact between 
these co-developers occurs through the or- 
ganization’s free platform for partners and 
professionals, Ibermedia Next Plaza. 


To find out more about the program, visit 
Ibermedianext.com. 
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EVENTS 


Press Start on OIAF ‘24 


Ottawa Intl. Animation Festival’s longtime artistic director offers an 
insider’s look at this year’s must-see screenings, panels and events! 


By Chris Robinson 


ow in its 48th year, the Ottawa 
N International Animation Festival 

(OIAF) returns Sept. 25-29. Who 
better to guide you through this year’s 
highlights than someone who has been 
there for 33 of them? 

For those who haven't attended before, 
the OIAF is North America’s largest and 
oldest animation event. It features com- 
petition screenings, historical programs, 
industry panels and talks, exhibitions 
and a host of parties. Whether you're 
a student, teacher, producer, filmmaker, 
art fan, content creator or just a pass- 
erby, there’s always a little something 
for everyone’s tastes. 

OIAF24 brings its usual electric 
weirdness, fusing oddball independent 
animation with plenty of industry events. 

Before diving into the competition 
highlights, let’s take a gander at this year’s 
Special Screenings and Retrospectives. At 
the core of these screenings is an infor- 
mal spotlight on stop-motion animation. 
But you won’t find the usual, well-known 
works. Instead, there’s an emphasis on 
lesser-known yet equally brilliant talents. 

A key part of this multipart tribute is a 
focus on the sublime work of the Croa- 
tian duo, Thomas and Ivana Volda. Their 
stop-motion talents shine in their own 
films (/mbued Life, Remember How | Used 
to Ride a White Horse) as well as in other 


Chris Robinson 
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The OIAF 2024 festival created by artist Lei Lei. 


such projects as the beloved Hedgehog’s 
Home (Eva Cvijanovic). Media scholar and 
animation curator Alla Gadassik returns 
to present Threads and Fibres: Animated 
Textiles, a carefully curated screening and 
discussion of stop-motion films, including 
classics by Len Lye, Kihachiro6 Kawamoto 
and others. There’s also a screening of 
Ukrainian stop-motion classics, curated by 
the state film archive, Dovzhenko National 
Centre. 

Other highlights include the looping 
retrospective of the smooth sci-fi-influ- 
enced minimalist work of Jonathan Djob 
Nkondo (Scavengers Reign). There are also 
spotlights on contemporary Korean and 
Spanish animation (yes, there’s some stop 
motion in there too). With current events 
in mind, there will be a special two-part 


estival international 


ation d' Ottawa 


screening examining 
war through the lens of 
animation called What Is 
It Good For? Plus, there’s 
a brand-new documen- 
tary about the beloved 
Canadian animation 
master, Pierre Hébert. 

Oh, did | mention 
there’s also a special 
sneak peek of Dream- 
Works Animation’s 
The Wild Robot just 
days before its official 
release? | didn’t men- 
tion that? Well, | have 
now! 

On the Competition 
side, seven diverse 
features are screening, 
ranging from award 
winners such as Memoir 
ofa Snail (Adam Elliot), 
Sultana’s Dream (|sabel 
Herguera) and Flow 
(Gints Zilbalodis) to sur- 
prising and bold new voices: Olivia & the 
Clouds (Tomas Pichardo Espaillat), Journey 
of Shadows (Yves Netzhammer), Sunburnt 
Unicorn (Nick Johnson) and Boys Go to 
Jupiter Julian Glander). This year’s feature 
jury consists of Neil Hunter, Thomas Volda 
and Dahee Jeong. 

The Short Competition features 
five screenings, showcasing Narrative, 
Non-Narrative, Commissioned and Student 
categories all in the same screenings. 
This unique format offers a kaleidoscope 
of emotions, from laughter to tears to 
screams and head-scratching moments. 
I'd mention a few personal highlights, 
but that wouldn't be fair, and the Short 
Competition jury Jonathan Djob Nkondo, 
Ivana Volda, Anastasiya Verlinska) might 
be reading this and start getting ideas. 
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Suffice to say, each screening will take 
you on an emotional journey. 

But wait, there’s more. There's also 
competitions for Animated Series, Films 
for Kids and another for Teens. 

As always, attendees get a chance to 
meet competition filmmakers (and there’s 
a lot of them attending this year!) during 
the Meet the Filmmaker sessions. These 
sessions tend to be silly and profound 
and never dull (one year someone came 
dressed as an astronaut). 

Keep an eye out for the Panorama 
screenings, which feature the best films 
that didn’t quite make it to competition. 
This year’s World Panorama includes out- 
standing films that have played in Annecy 


“The Short Competition features five screenings, showcasing Narrative, 
Non-Narrative, Commissioned and Student categories all in the same 
screenings. This unique format offers a kaleidoscope of emotions, 
from laughter to tears to screams and head-scratching moments!” 7 y 
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and Zagreb, among others. Alongside the 
Canadian Panorama, there is an OIAF first: 
a Canadian Feature Panorama featuring 
the independent film, The World's Divide 
(Denver Jackson). 

Over on the industry side, this year 
marks the 20th edition of The Anima- 
tion Conference (TAC), the three-day 
industry event for production executives, 
creators, broadcasters, streamers and all 
sorts of folks from Canada and beyond. 
Moving to a new home at the National 
Arts Center, TAC features many talks and 
panels, including this year’s spotlight on 
the Spanish and Irish animation indus- 
tries, and Art + Biz Day presented with 
the BRIC Foundation presenting career 


Bytowne Cinema 


advice aimed at helping to break and 
reinvent the animation industry. Always an 
audience favorite, Pitch THIS!, presented 
in partnership with Mercury Filmworks 
is an epic battle for the best new series 
concept. 

Before Saturday night's award ceremony, 
get to know your favorite creators, shows 
and films at Animation Exposé. This year’s 
highlights include: Vertical Vibes: Animator 
Influencers Winning IG & TikTok; Creator 
Talk: Scavengers Reign; and A Wild Vision: 
The Story & Artistry Behind DreamWorks 
Animation’s The Wild Robot. 

“Phew? you say, ‘that’s a Lot of stuff. 
Isn't there any time to relax?” 

"Come on, it’s Ottawa, you know there 
will be parties ...and more parties and 
even a picnic’ 


The Ottawa Intl. Animation Festival takes 
place Sept. 25-29. All the details are at 
animationfestival.ca. 
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75 Euro Shows in the Spotlight 


here’s no such thing as too much of a good 

thing when it comes to cartoons! The attendees 

of this year’s Cartoon Forum will realize this 
fact when they attend the European event in Toulouse, 
France this month (Sept. 16-19). The organizers have 
announced that 75 TV specials and series in various 
stages of development and production will be showcased 
at the Euro confab. 

This year’s colorful selection is led by France (36 
projects), followed by Ireland (seven), Italy (six), CEE 
countries (five projects from Czech Republic, Hungary, 
Poland, Serbia & Slovakia) and Germany (five). Denmark 
and Spain are each repped by three projects, while 
Portugal has two. Armenia, Georgia and Moldova will 
each present a project for the first time at Cartoon Forum, 
joining Belgium, Cyprus, Greece, Luxembourg and the 
Netherlands in the one-project club. 

As the event’s general director Annick Maes tells us, 
“Knowing that the decisive event which led to the creation 
of the Cartoon Forum took place at Villa Medici in1989, 
we thought it was the perfect opportunity as to put the 
spotlight on the Italian animation industry 35 years later 
in Toulouse. We're also joining forces with the Bologna 
Book Fair this year to provide more opportunities for 
the European animation industry professionals.’ 


You can find out more check out all the selected projects 
at cartoon-media.eu/forum. 
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The 75 selected projects were 
chosen from 107 submissions. 


28 countries are represented 

(20 from Europe are main producers, 
plus Argentina, Armenia, Australia, 
Cameroon, Colombia, Georgia, Israel 
and Senegal as co-producers) 


The total budget for all projects 

is €350.77 million ($381.66 million) 
coming to an average cost per 
minute of €14.835 ($16.8) for the 
total 394 hours of content 


Most projects are aimed 

at Children (63%), followed by Teens 
& Young Adults (23%), Family (7%) 
and Preschool (7%) 


Three projects previously pitched 
at Cartoon Springboard for young 
talent are selected: Bitches by 
Caimans Productions (France), 
All Good by Glow (Spain) and 

No Pets! by Nuvole e Strike (Italy) 


Continuing the annual country/ 
region spotlights begun in 2017, 
Cartoon Forum will showcase 
showcasing the contributions 

of Italy to the animation industry. 


Tov lovst -OCciTANiE 


Cartoon 
Forum 
showcases 
many eclectic 
projects at 
this year’s 
event in 
Toulouse. 


NOTABLE FACTS AND FIGURES 


Thanks to the efforts of Cartoon 
Italia, international and 
executive productions involving 
an Italian producer can now 
tap into a 40% tax credit. 
Italian animation also benefits 
from regional funds and 
automatic and selective funds 
from the Ministry of Culture. 


Three projects are produced in 
the host territory (Animation in 
Occitanie): Marie Curie’s Great 
War (Tripode Productions), 

Our LilAdventures (Xbo films) 
and Animals in a Nutshell 

(Les Films d’Ilci Méditerranée) 


Italian projects have been 
selected to be pitched at 

CF. Green Thumb by Movimenti 
Production; Guglielmo the 
Inventor by POPCult, co-produced 
by Animalps Productions (France) 
& Krutart (Czechia); Matita HB by 
IBRIDO Studio; mindTOONness by 
Vismanimation, co-produced by 
Enanimation; Mission Delta 

by Eagle Original Content, co- 
produced by MAD Entertainment; 
and No Pets! by Nuvole e Strisce. 
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Pitch Perfect 


There are many new promising and very different RABBE 
shows being pitched at this year’s Cartoon Forum. \TTE] 


THE CHIMERA BRIGADE 

Adapted from the acclaimed graphic novel by Florent 
Auguy, this CG-animated new series is set in an alter- 
native dystopian Paris (circa 1938) where the world is 
transformed by Marie Curie’s discovery of radium. A young 
doctor gains superhuman abilities and joins a mystic 
writer to resist the nefarious plans of Dr. Mabuse and his 
army of superhumans which will trigger the Second World 
War. The 8 x 40’ show, which is directed by Louis Leterrier 
and Antoine Charreyron, produced by Ron Dyens (Sacre- 
bleu Productions) and co-produced by Cilvy Aupin (Ciel de 
Paris), sounds Like the kind of great fantasy world in which 
you can easily lose yourself. 


an l_“— —d t 32 p= 
THE BROOS LT 


Parisian adult animation shop Bobby Prod is known for 
toons such as Les Kassos and Monsieur Flap. This year, 
they come to Cartoon Forum with a 12 x 4’ 2D toon 
about Adam and Seb, two average dudes trying to make 
sense of life in the world. Based on a popular TikTok 
phenom with over 550,000 followers titled The Broos, 
the show is directed and written by David Mirailles 

and produced by David Alric and Bobby Prod. This one 


definitely looks like an easy sell to the young adult and 
adult audiences around the world who see their lives 


reflected in the witty short offerings. 


LOST IN THE FUTURE 

French studio Ellipse Animation has one of the biggest an- 
imation catalogs in Europe, including some successful shows 
such as The Adventures of Tintin, The Garfield Show and The 
Smurfs. This month, theyre introducing a wonderful new title 
at Cartoon Forum, which is both visually attractive and sounds 
like a lot of fun: Lost in the Future is based on the entertain- 
ing graphic novel by Damian Copanario Hernandez and Alex 
Fuentes, and it follows five teenagers who fall down a magical 
well and find themselves in a strange future world, populated 
by weird creatures and humans. Of course, our ragtag team has 
to find a way to survive in this bizarro world! This 2D (52 X 1) 
show targets six- to nine-year olds and is directed by Cédric 
Frémeaux. Audrey Serre is the producer. 


| 
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MECHAZAURS: 

THE VOICE FROM AFAR 
Zina, a powerful young female 
warrior, sets out to avenge the 
death of her mother in this 
thrilling adventure series set in 

an alt-prehistoric world ruled 

by a humanoid dinosaur named 
Nakatu! This exciting 8 X 45’ 
series is aimed at a young adult/ 
adult audience and is produced by 
Mateusz Kowalczyk and Mikotaj 
Btonski and Polish studio Laniakea 
Pictures. The fact that acclaimed 
husband-and-wife writers Doug 
and Candie Langdale, who have 
worked on a wide range of popular 
animated projects in the past few 
decades (Maya and the Three, A Tale 
Dark & Grimm, Cleopatra in Space, 
The Weekenders, Dave the Barbarian 
and many more) are attached to the 
show makes it even more exciting! 
Go get the bad dinos, Zina! 
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THE HIPPO KIDS 

When eccentric uncle Dolph, who loves ninja moves and ’80s action movies, moves in 
with Thor and Eva’s family, he changes their lives forever. He feels a special void left by 
the parents who are too busy to care for the siblings. That’s the premise of the new 26 

x 11’ 2D show aimed at children and tweens. Written and directed by Pernille Bonlokke 
Toustrup and Mikael Wulff, The Hippo Kids is produced by Jacob Oliver Krarup and the 
talented team at New Creations. Take one look at the cute designs and hilarious faces of 
this hippo clan, and we're sure you'll want to see more too! 


MATITA HB 

A 10-year-old girl named Matita is the protagonist and narrator of this charming Italian 
show, based on popular books written by Susanna Mattiangeli and illustrated by Rita 
Petruccioli. The 26 x 11’ 2D series centers on the bright youngster as she reimagines her 
world as sweeping chapters of her favorite books. Directed and written by Francesco Forti 
and Victoria Musci, the 2D animated show incorporates bright colors and clean animation 
to bring home the entertaining world of young Matita. The promising project is produced by 
Turin-based Giuseppe Lo Verso and Federico Turani (Ibrido Studio). 

We can summarize it all in two words: che magnifico! = 
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11 Terrific Toons to Catch at MIPJunior 


The fall, the MIPJunior market will bring over 12,000 global animation producers, creators, 
distributors and buyers from more than 100 countries to the Marriott in Cannes, France, 
from Oct. 18-20. Here are 11 shows that will be premiering at the popular market: 


My Friend Maisy 


Created by: BBC Studios Kids & Family co-production with 
Trustbridge Entertainment, working in collaboration with Karrot 
Animation, A Productions and head writer Matilda Tristram 
Distributed by: BBC Studios Kids & Family 

Package: 52 x 5 

Type of Animation: 2D 

Target Audience: 2- to 5-year-olds 

Synopsis: Maisy is a preschooler’s BEST best friend! She can go 
anywhere and do anything— repair a car in her garage, fly a rocket 
to the moon or slip into a dreamscape of squiggles when she's 
eating spaghetti for dinner. Big or small, Maisy does it all! For 
decades, Maisy, in books written and illustrated by Lucy Cousins, 
has captivated the hearts of children with her charming, simple 
stories and vibrant art style. In My Friend Maisy, the series will get 
to know Maisy like never before — for the first time, audiences will 
be able to hear Maisy and her friends chatting. And giggling. And 
sometimes singing too! 

Standout Qualities: The show pushes the boundaries of classic 
preschool storytelling with stories that slip seamlessly between 
the real and the surreal, like a child’s imagination. Maisy and her 
friends are unique in today’s preschool landscape, in that they are 
childlike, but not bound by the limits of childhood. Maisy really can 
go anywhere and do anything just because she's Maisy! 

Exec Quote: Zoe Bamsey, BBC Studios Kids & Family head of 
development animation, says, “Maisy has captivated the hearts 
of children for decades with the charming stories and vibrant 
art style in the books that so many families know and love. BBC 
Studios Kids & Family Productions are therefore thrilled to be 
bringing My Friend Maisy to global audiences, so they can get to 
know Maisy and her friends even better in this wonderful new 
preschool animation. Her sense of humor, imagination and her 
camaraderie really do make Maisy the BEST best friend’ 
productions.bbcstudios.com/our-production-brands/kids-family 


46 « Animation Magazine / September/October 2024 


Chimera Keepers: 
Adventures with Incredible Creatures 


Created by: Clément De Ruyter, Marie Manand and Lila Peuscet 
Produced by: Monello Productions (part of Banijay Kids & Family), 
Belvision, RTBF 

Distributed by: Banijay Kids & Family Distribution 

Type of Animation: 2D 

Target Audience: 6+ 

Synopsis: Chimera Keepers — Adventures with Incredible Creatures is 
a fantasy 2D-animated series centering on Thelma and Wendy, two 
sisters who have amazing experiences with fascinating creatures 
called the Chimeras. When they arrive in the countryside to spend 
the summer with their grandfather, the two sisters come face to 
face with a giant fox whose fur is made of trees. They soon learn 
that their grandfather's garden is full of these Chimeras and that 
they will have the craziest vacation of their life! 

Standout Qualities: The series feels cinematic, with beautiful 
landscapes and a vibrant, expansive and intricate world brought 
to life with its unique design. It cleverly explores our relationship 
with nature and introduces important ecology and environmental 
issues in a fun and colorful way. 

Exec Quote: Giorgio Welter, producer and CEO of Monello Productions 
says, This is a visually striking series, which layers themes of family, 
friendship and nature with out-of-this-world adventures. A fantasy 
animation which uncovers a world beyond our wildest imagination, 
audiences can immerse themselves in the series and experience 
the most exhilarating vacation of their lives!” 

Delivery Date: 2024 
banijaykidsandfamily.com/shows/chimera-keepers-adventures- 
with-incredible-creatures 
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Produced by: Paper Owl Films 
Distributed by: Aardman 
Target Audience: 7- to 9-year olds 


Synopsis: The adventures of sassy 12-year-old Li Ban are some of the wildest ever 
passed down through Celtic generations. Her quest is now a thrilling, fast-paced 
adventure anime series. Transformed mysteriously from girl and dog into mermaid 
and sea otter, Li Ban and her faithful Con explore the watery kingdoms of legend, 
meeting gods, monsters, giants and wily humans in their search for answers through 


the heart of an ancient Celtic universe. 


Standout Qualities: The series is appealing to the whole family with hooky storytelling 
through Li Ban's quest for answers in an ancient world of gods and monsters. The 
series features Sadbh Breathnach as Li Ban and Jude Petticrew as Con. 

Delivery Date: The first season is slated for 2024; second and third seasons are in 
development. (The series will premiere on CULA4/TG4 in Ireland and S4C Wales this fall) 
paperowlfilms.com, aardman.com/distribution 


J Obocchama-kun 


Produced by: TV Asahi and Sony Pictures 


Networks India (SPNI) 


Package: 26 x 22 minutes or 52 x 11 minutes 


Target Audience: 6- to 11-year olds 
Type of Animation: 2D mansion 


Based on: Yoshinori Kobayashi’s manga (1986) 
Synopsis: The new series will be a sequel to 
the original series from 1989 — a comedy 
about a “crazy rich boy with his outrageous 
school life and family love. With one of the 
world’s largest fortunes and a so vast that one 
could get lost without a guide, the Obo family 
is incredibly wealthy” 

Standout Qualities: Kobayashi’s classic manga is 
popularly known as a hallmark of “gag manga’ 


/ 


Produced by: Laughing Dragon Studios, Shaw 
Rocket Fund and Telefilm 

Distributed by: Shaftesbury, Muse Distribution 
in Quebec 

Type of Animation: 2D 

Package: 3 x 15 minutes 

Target Audience: 6-to 10-year olds and families 
Synopsis: Ethan Bishop and his family have just 
moved to a new house right before Christmas. 
Ethan's younger sister, Charlotte, and his parents 
are excited for the new house, but he feels like 
their old house was perfect and resents letting 
it go. At the North Pole, Santa is shocked when 
Ethan lands right on the line between naughty 
and nice, so he sends the legendary Lump of 
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Coal to guide Ethan on a ho-ho-hilarious journey. 
Standout Qualities: Viewers can anticipate 
a playful 2D-animated series, complete with 
magical charcoal-style sequences. 

Exec Quote: Ryan Sohmer, CEO of Laughing 
Dragon Studios, says, “With an initial concept 
from our very own Ryan Costello and seeing 
what our director of original productions Jeff 
Moss has molded Coal into over the last few 
years, | am thrilled to begin this next stage 
of production and counting down until we 
can bring Ethan and his family to worldwide 
audiences: 

Delivery Date: Christmas 2025 
laughingdragon.studio 


Chama’s unique way of speaking, known as 
“Chama-nese; became a social 
phenomenon in Japan. 

Exec Quote: Maiko Sumida, TV Asahi’s head 
of animation sales and development, says, 
“Qbocchama-kun, the iconic manga, sparked a 
major boom in Japan 30 years ago and is now 
experiencing a resurgence in popularity in India. 
This renewed interest has led to a collaboration 
between TV Asahi and Sony Pictures Networks 
to co-produce a new sequel. This ambitious 
project will see the stories created in Japan 
and the animation produced in India? 
Delivery Date: fourth quarter, 2024 
tv-asahi.co.jp 
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Max & Rabbit 


Produced by: Dandelooo 

Package: 26 x 5 minutes 

Target Audience: preschoolers (3- to 5-year olds) 
Type of Animation: 2D 

Based on: books by French author Astrid Desbordes, 
illustrated Martin and published by Nathan. 
Synopsis: Max & Rabbit follows the adventures 
of Max, a 4 1/2-year-old boy and his rabbit as 
they navigate everyday situations. They talk to 
each other, confide in each other, give each other 
advice, console each other and bicker. But only 
Max knows the truth about his purple friend. 
Standout Qualities: Dynamic duo Max and 
Rabbit accompany young viewers through 
age-appropriate everyday situations. Using 
clever and effective tools, Max & Rabbit deals 


with emotions, helps kids to listen, accept, 
verbalize and find fun solutions for every Little 
problem they may encounter. 

Exec Quote: “When we read the Max et Lapin 
stories, we were thrilled by the characters, 
the tender look at the first experiences of 
early childhood, and above all, its tone — a 
delicate humor that appeals to little ones 
and to everyone really; says Emmanuele Pétry, 
Dandelooo’s producer and head of international. 
“We are so happy to see Max come to life and 
become alive on screen and to embody young 
children’s strong emotions, which he’s able to 
tackle thanks to his dear rabbit” 

Delivery Date: fourth quarter, 2025 
dandelooo.com 


Produced by: Anima Kitchent Media SLU 
Package: Season 1 and 2 (20 x 5 minutes) 
Target Audience: preschoolers 

Type of Animation: CG 

Synopsis: Cuquin follows the fun adventures of 
Cuquin, Clementina and Cyan, three exuberant 
toddlers who love playing together at nursery. 
They are full of ideas and things they want 
to do or play with — but the day’s schedule 
sometimes means they can’t immediately do 
what they want. The three friends use their 
imagination and move from the classroom into 
an exciting fantasy where their favorite toys, 
Robi the robot, Trex the dinosaur and Ghost the 
cheeky class rabbit, join in on the fun! 
Standout Qualities: This adventure-comedy 


Package: 52 x 11 minutes 
Target Audience: preschoolers 
Type of Animation: 2D 


Produced by: King Banana TV, Paper Owl Films and CAKE 
Based on: award-winning author Chitra Soundar’s books 


v_ 


series addresses a common issue among kids 
today: the desire for instant gratification. Each 
episode shows how one of the main characters 
uses their imagination to craft a game with 


friends while awaiting something they desire. 
The engaging conflicts are resolved through 
teamwork, Cuquin’s curiosity, Clementina’s 
courage and Cyan’s logic. 

Exec Quote: Exec producer Rodrigo Pineda says, 
“Cuquin, is a character that was first introduced 
in 1965. He has captivated multiple generations 
through various forms of media (TV, movies and 
the internet), and his popularity on YouTube has 
established him as a beloved global character 
with a unique charm worldwide. Warner Bros. 
Discovery has taken on the project, envisioning 
a distinctive series characterized by fast-paced 
adventure and non-dialogue cartoon style” 
Delivery Date: second quarter, 2025 
animakitchent.com 


Synopsis: Nikhil & Jay follows the funny, relatable stories of two brothers, 
Nikhil and Jay, who live in a multicultural family. With their mom Amma, 
who is Indian Tamil by heritage, and dad Appa, who is English, and Indian 
and English grandparents, their life is a rich blend of customs, traditions, 
festivals, food and music. 

Standout Qualities: Full of curiosity, joy and a cheeky sense of adventure, 
the show authentically represents the everyday experience of dual-heritage 
children with warmth, heart, humor and family themes that children all 
over the world will relate to. Actor Charithra Chandran (Bridgerton, Alex 
Rider) leads a diverse team of actors, writers, animators, composers and 
directors. The show will launch on CBeebies later this year. 
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Exec Quote: According to Lotte Elwell, company director at King Banana 
TV, “Everyone at King Banana is so excited to bring Chitra’s experiences 
to the screen. We know that the stories, character and humor in Nikhil & 
Jay will have a huge impact on the preschool audience” 

Delivery Date: fourth quarter, 2024. 

cakeentertainment.com 
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Distributed by: WildBrain 

Produced by: Mukpuddy Animation, Sphere Animation and Cantilever Media 
Based on: Spike Milligan’s Badjelly the Witch: A Fairy Story 

Package: 13 x 22 minutes 

Target Audience: 7- to 11-year olds 

Synopsis: Badjelly tells the exciting tale of two curious kids whose future 
is in the balance after their beloved cow is cow-napped. Will they be made 
into boy/girl soup to rehydrate the desiccated has-been, Badjelly? Or will 
they enlist the help of a paranoid sausage-hatted tree goblin, a rusty metal 
lion, an inhumanly strong worm and an ex-banana mouse to defeat evil 
and win a bonus giant? 

Standout Qualities: The show delivers a fresh new take for today’s kids on 
this classic story, all while preserving the crazy humor, bizarre situations 
and quirky characters from Milligan’s original tale that has entertained 
kids for generations. 

wildbrain.com 


Package: 13 x 35 minutes 

Target Audience: 12+ 

Type of Animation: 2D 

Created by: Tencent Video 

Based on: the million-selling web novels 
dubbed “The Harry Potter of China” 
Synopsis: Lord of the Mysteries unfolds in a 
captivating otherworld, a stunning blend of 
Victorian Europe and steampunk style, where 
superhumans known as Beyonders coexist 
with ordinary humans. Unwittingly propelled 
into this world, Zhou Mingrui transforms into 
a series of fantastical characters, gaining 
superhuman powers and facing forces for 
evil,as he searches for a way back home. 
Standout Qualities: This exciting new ani- 


Package: 1 x 30 minutes 

Target Audience: family 

Type of Animation: 3D/CG 

Created by: Magic Light Pictures 

Based on: the book by Julia Donaldson 
and Axel Scheffler 

Synopsis: Every day, Tiddler tells a 
different story to his teacher and his 
friend, Johnny Dory, about why he’s late 


mated series is like nothing else on screen, 
bringing Lord of the Mysteries’ bestselling 
web novels to life to transport viewers to a 
stylish, steampunk vision of Europe and thrust 
them into an odyssey of historical adventure. 
Exec Quote: Qing Fan, producer and head 
of content partnerships of animation at 
Tencent Video says, “This uniquely original 
and stylish animated series is set to thrill 
the web novels’ 10s of millions of fans as 
it brings the Victorian era vividly to life in 
spectacular steampunk style, immersing 
viewers in a web of time-transporting 
historical intrigue” 

Delivery Date: fourth quarter, 2024 
v.qq.com 


Tiddler has a stellar cast including Hannah 


Waddingham, Lolly Adefope and Rob Brydon. 
Beautifully animated, heartwarming and 
funny, Tiddler is a magical tale about a 
little fish with a big imagination. 

Exec Quote: Producer Barney Goodland 
says, Tiddler is a beautifully illustrated 
and imaginative underwater adventure 

that we are thrilled to be bringing to screen. 


for school. His stories stretch from riding on 
seahorses or swimming around a shipwreck 
to being captured by a squid! His stories are so 

great that word of mouth helps them travel through the ocean, and so 
when Tiddler gets lost, he realizes they may help him find a way home. 
Standout Qualities: The 12th festive film from Magic Light Pictures and 
the U.K’s No. 1 picture-book creators Julia Donaldson and Axel Scheffler, 
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Its celebration of the power of storytelling 
speaks to everything that Magic Light does 
and diving deep into that theme has been a real 
joy. We're excited to share our adaptation of this absolute classic Julia 
and Axel story with families this Christmas’ 
Delivery Date: fourth quarter, 2024 
magiclightpictures.com 
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Behind the Heroes’ Masks 


Weta FX VFX supervisor Daniel Macarin takes us behind the 


scenes of Marvel’s summer blockbuster, Deadpool & Wolverine. 


By Trevor Hogg 


isney scored a huge hit with this 
D™ summer’s Marvel bromance, 

Deadpool & Wolverine. This cinematic 
partnership, which began with the 2009 
feature, X-Men Origins: Wolverine, reaches 
a new height in director Shawn Levy’s 
superhero pic, starring Ryan Reynolds and 
Hugh Jackman in the titular roles. Among 
the visual effects companies taking part 
in the R-rated romp is Wéta FX, which had 
to create 630 shots under the supervision 
of Swen Gillberg. The VFX tasks included 
ensuring that the masks worn by the heroes 
enhanced their performances, augmenting 
Wolverine’s corpse and extending the world- 
building of the TVA and Void. 

According to Daniel Macarin, VFX 
supervisor at Wéta FX, iPhone footage shot 
by Reynolds was key reference material for 
the mask animation of Deadpool. “You're 
looking at him and going, ‘He turned his 
head a lot, blinked numerous times, and | 
can see where his eyes are going, but | can’t 
translate that to the mask; he says. “How 
do | taken what his intent was and give you 
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that feeling with the mask? A Lot of that is 
subtle cues which people can see but won't 
be able to verbally explain that they saw it.’ 

He adds, “The way that his mask is 
designed has an inward, downward V, which 
looks cool and gives him an angry look 
[which is not always the intent]. We had to 
do things like turning that V up and using 
that V shape as an eyebrow. We curved, bent 
and lifted it to convey the emotions we were 
trying to get across.’ 


Leather Around the Eyes 

Obviously, creative license was taken with 
the hero’s facial muscles. “When a person 
moves their eyebrows or twitches their 
face, they can move it at a speed that is 


much faster than if you put them in mask; 


says Macarin. “There is a delay in the fabric 
moving because it’s getting pulled, so if we 
put too much movement into the forehead 
or underneath the cheek, then it would start 
to look like an animated face and gets into 
that cartoony realm. Everything we did had 
to stick with the physical belief that it’s 
leather around his eyes and a tight fabric in 
the red sections. We don’t want that pattern 


Visual Superpowers: This summer's mega- 
blockbuster feature Deadpool & Wolverine 
features 630 VFX shots, created by the team 
at Weta FX, including visually enhancing 
the heroes’ masks, augmenting Wolverine’s 
corpse and extending the world-building 
of the TVA and Void. 


to stretch, pull too much or quiver like skin’? 

Deadpool’s buddy, Wolverine, has a 
permanent angry wrinkle in the center of 
his mask. “As we adjust the shape on the 
mask, we have a 2D relighting system that 
allows us to accent and see the wrinkles 
more; he explains. “The hardest part on 
Wolverine’s mask is the metal on the wings 
and across his face. You can move metal a 
little bit, but the more you do it turns to 
rubber and looks animated” 

When traversing the various timelines, 
Deadpool encounters Wolverine’s corpse.“ We 
had our art team do numerous designs on 
zombifying Hugh Jackman’s face, and Ryan's 
directive was, ‘| want to desecrate Hugh 
Jackman’s body and for him to watch this 
and be horrified and laugh at the same time 
of how far I’m going to take this,” explains 
Macarin. “If you want to play around with 
a skeleton and have it be funny, then we 
need the skin to move, dangly skin and hair 
— something that will draw your attention 
to Ryan making motions at the skeleton. You 
also get into a comic book fan questions of, 
‘Wouldn't his skin regenerate? Would it die 
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off? How mummified would it be? Would it 
be dry? What color tone would it be? How 
dusty would it be because it was in the 
ground? Should it be just his face or body? 
What parts are there?” 

The VFX supervisor says there were a 
lot of artistic discussions before the team 
actually got into that process. “Once the art 
team had all of the dangly bits, color tones, 
what the eyes should look like and what the 
connection to the metal skull should be, 
then it became a normal digital process?” 
he explains. 

The fact that Weta FX has been a mainstay 
of MCU movies and TV shows was clearly 
beneficial for the world-building. “We had 
several things in the library that could 
be thrown in the Void; says Macarin. The 
question that comes up is always a creative 
one: Is there any history that we need to 
worry about? Are there Easter eggs that we 
want to throw in? It goes back and forth a 
lot until you find the right balance” 

One of the VFX challenges involved a 
road trip through a desert wasteland. “The 
transition of going from a cornfield into a 
wasteland actually came from an absolutely 
gorgeous plate shot in South America, says 
Macarin. “The sky and ground are exactly 
what was captured, but then it’s things like, 
‘The water isn’t quite as blue as we want. 
Can you add more corn into this section? Do 
we have a path that the car took through 
the corn? Let’s add submarines or boats to 
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hide things in the water: Once 
you add all of these things 
into a desert wasteland, it’s 
making sure that the viewer’s 
eyes still focus on the point 
of the shot” 

The TVA environment was 
previously established with 
the Disney+ series Loki. “The 
vendors that did the time A / ~ 
doors on Loki provided an 
ingredient list and told us what different 
layers needed to be created and how they 
should be combined? says Macarin. “We did 
notice across the reference that there were 
still differences shot to shot, movie to movie, 
with time doors, TVA logos and what graphics 
are on the pads. All of those things have to 
go through a process of putting reference 
side by side and getting the creatives to 
say if they wanted to do it any different and 
finding out if that is going to be disruptive. 
Once that was answered, we dialed it to taste” 


Good Machines 

Interestingly enough, machine learning 
was part of the tool set. “Machine learning 
helps in certain ways but is never a magic 
button? says the seasoned VFX artist. “What 
we generally use ML for on the show was a 
first pass of dialog, and this is for the masks 
specifically. It takes the audio and compares 
it to all of the audio from every single shot 
that we’ve done previously. It does a lot 


if 


of filtering. We went through finding the 
right level and what audio tone has to be 
removed to get it to work. Then ML Looks at 
the volume and speed of the wave pattern 
to find a facial expression from a previous 
shot it thinks matches that’ 

Macarin says one of his favorite scenes in 
the movie is one of the first he worked on. 
“Ryan and Hugh are in the Honda Odyssey 
talking back and forth? he recalls.“Hugh gives 
this absolutely emotional performance which 
was So good that we had to make sure that 
Ryan was able to express the same amount 
of emotion back. | hope that people take 
away how good that acting was between 
the two of them in that scene’ 


Disney’s Deadpool & Wolverine is currently 
playing in theaters all over the world. The 
movie had the sixth biggest domestic film 
opening of all time and the biggest R-rated 
opening of all time, both domestically and 
globally. 
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VFX & TECH 


Tech Reviews 


InstaLOD 


ast month, as | was writing my InstaMat 

L review, | realized | have never written 
a review on their previous product, 
InstaLOD. | know this is a bit late, but I’m so 
impressed with the software that | thought 
| should remind our readers of its presence. 
The focus of InstaLOD Studio is to perform 

a variety of processes on 3D assets, such 
as geometry optimization — with a slew of 
different methods — and texture baking. The 


functionality is robust, but it’s also wrapped in 
a slick UI (courtesy of QT6) with a PBR-driven 
viewport that makes it useful to present to cli- 
ents for creative reviews or product approvals. 

Of course, the problem with 3D models is 
that they are frequently very heavy — and it’s 
been getting worse as our workstations have 
become more powerful and artists don’t have 
the performance limitations we had even a 
decade ago. | mean, why not have a ZBrush 
model with billions of polys? Plays fine on 
my computer! But these models are going 
to be used in games, or in preview, on your 
phone as a USDZ file, or streamed through 


some WebGL thing. That means the model has 
to be lightweight but still has to look good. 
That’s the LOD (Level of Detail) thing. The 
idea has been around forever — the further 
away the object is, the less detail it needs ... 
so why have a dense model when no one 
sees the detail? 

The second rub comes from the time it takes 
to pare down a dense model — exacerbated 
when you have lots of models to do it to. 


WE tah ty 


The 2023 release of InstaLOD Studio has an 
assortment of processes for optimizing meshes, 
such as making the new, optimized topology 
into quads, which is critical for applications 
where edge flow is really important — like 
characters that are to be rigged. But you can 
also choose Isotropic Remesh, which is better 
for such things as soft body and cloth simula- 
tions. Both Quad and Isotropic Remesh, when 
the edge mode is set to “automatic? adjust to 
the volume of the mesh you are optimizing. 

Optimization isn’t only about geometry. 
One must take into consideration the textures 
and materials — which InstaLOD does very 


By Todd Sheridan Perry 


well. When reconstructing a mesh, UVs can 
be maintained, re-created and rebaked for 
the new mesh. Alternatively, if you switch to 
UV mode, InstaLOD will create new UVs and 
rebake the textures, but retain the original 
topology of the model. Or if you are getting 
really aggressive with optimization, you can 
opt for convex-hull, which will create a mesh 
covering the volume of the model and then 
bake down the textures and mesh maps to 
work on that highly simplified mesh. The 
map baking is also GP-accelerated. Further, 
InstaLOD can recognize when a model has 
multiple materials assigned to it and will 
respect that multi-material assignment 
while optimizing. 

Also, the Optimize process now has a 
bunch of quality presets where you tell 
InstaLOD about the quality you want, and 
it will assess, based on the volume and 
complexity, how it will remesh and retain 
a similar visual quality across the various 
quality levels. 

So, you might be thinking, “Yes, | can do 
this in Maya, Max, etc” — and you'd be right. 
But the benefit in InstaLOD is the ability 
to save and load optimization profiles, so 
when you are needing to process a ton of 

models and get consistent quality, you have 
that. And InstaLOD is extended, via plugins, 
into third-party DCCs such as Unreal, Blender, 
Maya, Max and Unity, which allows you to 
access the InstaLOD tools within your favorite 
environment. 

| know Abstract has been busy focusing on 
InstaMAT, but | hope they continue to push 
InstaLOD as well. 


Website: instalod.com 

Price: $99 per month (studio license); $149 
per month (node-locked license); $499 per 
month (semi-floating license) 
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HOUDINI 20.5 


look forward to reviews of Houdini with equal levels of anticipa- 
| tion and trepidation. That’s because | know there will be exciting 
stuff and | won't have enough space to write about it all. So, let’s 

get into it. 
| think the biggest thing to talk about is Copernicus — which is still 
within beta in Houdini 20.5 but available to use at your peril. Copernicus 
is a COP (Composite OPerator), replacing the compositing functions as 
a real-time image-manipulation framework, and works in 2D and 3D, 
accelerated by the GPU. Now, while Copernicus can be used to create 
slap comps with live-action footage, it is so much more than that. For 
instance, there is an ONNX Inference Node that can apply looks to your 
render which have been trained through machine-learning systems, 
such as PyTorch or TensorFlow. So, while Houdini itself doesn’t train, it 


NIMATION 
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uses the result of ML training to apply the look (and Side Effects does 
provide links for samples through the Content Library). 

Further, Copernicus can be used to develop materials, tile images, 
which can drive rasterized geometry manipulation and synthesize 
textures. It can also use procedural or painted texture masks between 
shaders. The list of Copernicus nodes is as impressive (or intimidating) 
as Houdini itself, but also has support for OpenFX plugins for even 
more image-processing options. Copernicus is GPU-accelerated and 
supports Vulkan (also in beta). This sounds like a lot, but if you are 
familiar with Substance Designer, you have a good idea of what Co- 
pernicus can do — and since Copernicus lives inside Houdini, it has 
direct operability with other SOP, DOP, LOP and OP data. 

| know that’s a lot, but there is more: APEX (All-Purpose EXecution) 
was introduced in Houdini 20 as a way to streamline evaluations and 
calls happening underneath the hood of KineFX, which is Houdini’s 
character animation and rigging framework. It’s a visual programming 
graph that represents rig evaluations — at a programming Level sitting 
between SOPs and VEX. As APEX has matured, some auto-rigging 
templates have been added, but there are also new utilities and UX 
updates to make things easier to work with. 

While we are discussing KineFX and animation, | should point out 
that animators can now layer their animations to make nondestructive 
adjustments to animation. Motion paths allow the animator to see 
and manipulate animation curves in 3D space and change constraints 
between objects within a scene. That said, | am aware these aren't 
necessarily new features in other DCCs, but it shows how serious Side 
Effects is about making their mark in the character animation niche 
by making sure animators have the tools they need. 

And here we are once again: I’ve run out of space trying to review 
Houdini — the parts I’ve listed above are the most interesting to me, 
but on top of these, there are advances in muscle/tissue systems, 
more refinements to feather and hair rigging and grooming tools, 
and crowds are even more robust. Solaris keeps getting plussed up as 
USD evolves; rigid-body dynamics (Houdini’s strongest department) 
has tools for more controllable, yet more complex, results; there are 
some modeling tools — especially in the sculpting department; and 
Vellum has come with cool wrinkles. Plus, there’s even more interac- 
tivity with VDB sims and an MPM (material point method) solver as 
an extension to the FLIP solver for simulations involving many kinds 
of elements — like a mudslide, for example. 

It’s really quite astonishing how much Houdini advances in every 
release despite the maturity of the product. It’s like they actually enjoy 
innovating. Weird! 


Website: sidefx.com 
Prices: Vary 


September/October 2024 / Animation Magazine « 53 


PAID CONTENT 


TVPaint to the Rescue 


THE VERSATILE 2D TOOL HAS HELPED ANIMATORS REALIZE THEIR VISIONS SINCE 1991. 


ver the past three decades, leading 

2D raster-based animation software 

TVPaint Animation has been used in 
a wide variety of acclaimed films, TV shows 
and shorts. Created by Hervé Adam, the Annie 
Award-winning tool was introduced by TVPaint 
Développement, a French company located in 
Lorraine (East of France). Adam, a former 
Fine Arts student and genius programmer, 
developed the software in 1991 to create 2D 
animation with computers, while maintaining 
the look and feel of paper-based drawing. It is 
now used in more than 70 countries, both by 
major studios and animation schools, as well 
as students and independent animators. 

Just in recent years, TVPaint has been used 
to make acclaimed movies such as Cartoon 
Saloon’s Song of the Sea and Wolfwalkers, Blue 
Sky’s The Peanuts Movie and award-winning 
TV specials and series such as Primal, Undone, 
Samurai Jack and The Boy, the Mole, the Fox 
and the Horse. 


Excerpt from the TVPaint Animation 12 campaign. 
Animation by @Ohfifteen for TVPaint Développement. 


“Intuitive tools are what set TVPaint 
Animation apart from other animation 
software, note Marie Adrien and Camille 
Traeger, TVPaint’s communication officers. 
“It is a complete professional program that 
includes all the tools to make an animation 
from storyboard to compositing. Our automatic 
color tool the Color and Texture Layer, our 
brush engine and now, our brand-new Bitmap 
Rigging engine are our strong points. We 
focus on what we know and do best: making a 
good software for 2D hand-drawn animators. 
To create such a tool, we need to be in phase 
with our community of users and to listen 
very closely to their feedback and needs. We 
have developed a very close and particular 
relationship with the TVPaint community, 


Excerpt from the TVPaint Animation 12 campaign. Animation by @Bouchetloup for TVPaint Développement. 


and we are very proud of that.” 

Adrien and Traeger point out that the 
Lorraine-based company is a relatively small 
organization. “We are a small team,” they 
point out. “That’s one of the unique aspects 
of TVPaint: We're a small company with a 
wide international reach. We're never bored!” 


A Multi-Purpose Tool 

“TVPaint Animation is used in many 
projects, but not only for animation,’ Adrien 
and Traeger add. “Sometimes it is used to create 
the storyboard, sometimes it’s the animation 
features, and other times the special effects. 
The software was used in many feature films 
in the last few years: For the 2023 feature, 
The Inventor, directed by Jim Capobianco 
and Pierre-Luc Granjon, which was animated 
by Foliascope, TVPaint was used for all the 
2D animation. Also, last year’s Four Souls of 
Coyote, directed by Aron Gauder and produced 
by Cinemon Entertainment, was animated 
with TVPaint”” 

TVPaint was also used to make some of 
the critically acclaimed shorts that have been 
making the festival circuit, including Iain 
Gardner's A Bear Named Wojtek (Illuminated), 


TVPaint Animation 12 introduces new transformation 
Algorithms. This feature is now greatly improved 
compared to TVPaint Animation 11. 


Britt Raes’s Luce and the Rock (Thuristar Studio 
and La Cabane), Mitra Shahidi’s Starling (Mona 
Films) and Viktoria Traub’s Shoes and Hooves 
(produced by Paulet Dus). Emilie Tronche's 
ARTE France TV series Samuel was also created 
using TVPaint. 

So, what’s next for the award-winning 
animation tool? “As you know, TVPaint 
Animation 12 was just released a few months 
ago,” note the communication officers. “It 
will not stay as it is, because we have a lot of 
ideas. We are now focusing on adding new 
features and long-awaited requests to TVPaint 
Animation 12! Don't forget to check our website 
and social media to know about our latest news 
and upcoming features.” 

Adrien and Traeger leave us with some 
helpful advice. “There's an auto-save function in 
TVPaint Animation. Given the many requests 
we receive from artists who lost their work, it 
seems this feature is not known enough. So 
now you know, and we know that you know! 
You should also know that our licenses are 
one-time purchases, and that includes minor 
updates and tech support!” 


For more info, visit tvpaint.com 


TVPaint Animation 12 introduces the Bitmap Rigging 
feature. 


54 ¢ Animation Magazine / September/October 2024 


animationmagazine.net 


OUT NOW 
MORE INFO 


PAID CONTENT 


The Sky’s the Limit for Final Frontier & Le Cube 


ased in three different continents, Final Frontier & Le Cube is a 

fast-growing creative animation studio that works with networks, 

streaming companies, leading agencies, top brands and innovative 
media and tech companies to create groundbreaking content. The studios 
exec producer and co-founder Juan Manuel Freire, recently discussed his 
company’s current slate and future plans with us: 


Can you tell us a bit about the history of your studio? 

Founded in 2010, our company has grown into a major player in the 
advertising industry with a commitment to delivering top-notch work, 
and slowly entering with a solid step in the entertainment industry. We 
expanded into Shanghai in 2018, Madrid in 2019, then Lyon in 2021. In 
2023, we started our operations in the US. 

A milestone in our expansion was the launch of our entertainment division 
in 2020. Our collaboration with Disney on the TV special Descendants: 
The Royal Wedding showcased our ability to handle long-form projects 
and complex pipelines. Since then, our work in the IP space has included 
feature-length films, streaming series, and shorts. For instance, we produced 
Unicorn Wars, Poor Evil for Max, Honkai, Clock Boy for Chinas HoYoVerse/ 
Mihoyo, and Fu for Airbnb. All these titles highlight our versatility across 
various formats. 

Acquiring Appetit Studio in Lyon in 2021 
was a strategic move for us. We brought top 
French talent into our network and enhanced 
our creative capabilities. Following significant 
international growth, our extension in the US 
market further underscores our commitment 
to strengthening relationships within the 
entertainment industry in LA and working 
closely with our clients’ needs. We project a 
forward-thinking approach to a creative industry, all while standing at the 
intersection of entertainment, video game cinematics, branded content, 


Juan Manuel Freire 


and advertising and blending artistic talent with a streamlined pipeline. 


What are your studio's animation specialties? 

For high-end commercials, we've displayed finesse and expertise in all 
techniques: 2D and 3D, stop motion, and live-action mixed-media films. 
For longer formats, our production pipeline specializes in 2D animation, 
including full cel, cutout and hybrid techniques. Our strengths are in 
design, storytelling, and craftsmanship, bolstered by the latest technology. 


What sets you apart from other animation studios? 

Our core industries are summed up as entertainment, video game cinematics, 
art and design. To set us apart, we combine resources, talents, and production 
methodologies from these different verticals. We blend the agility and 
innovation from commercial projects with the narrative depth and planning 
associated with entertainment productions. We also run an art gallery in 
Madrid, called SILK, where we nurture the industry's future by providing 
a non-commercial ecosystem freshened with new artists. 

Another differentiator is our global network of creativity filled with 
talent in the Americas, Europe and Asia. Not only do we access elite talent 
but we also can tap into substantial tax credits and financial incentives in 
varying locations. What’s more, our production system is designed for 
unique and ambitious projects challenging the limits of animation across 
different industries. Finally, passion drives us to push creative boundaries 
and produce refined content with captivating characters, deep stories and 
innovative visuals. 


Adult Swim’s Common Side Effects for Green Street Pictures/Joe Bennett 


Which animation tools are used at your studio and how many 
employees do you currently have? 

Toon Boom Harmony is our primary tool for 2D animation. We also 
use Animade and Blender for smaller projects. Our 3D pipelines rely on 
Maya, Unreal Engine, C4D and Houdini. Our team comprises 190 artists, 
producers, and technical crew members worldwide. 


Can you tell us a bit about the projects you're working on now? 
Were finishing production on Common Side Effects, which is the second 
series for Adult Swim from Joe Bennett, the creator of Scavengers Reign’. 
This 10 x 22-minute season was produced in collaboration with Green Street 
Pictures and Bandera Entertainment, where Mike Judge is an executive 
producer. We're also working on a short film with DJ Marshmello and Eric 
Towner from Stoopid Buddy Stoodios. The project is slated to premiere 
this October on the big screen at the Nouns Fest LA. 

In the feature film space, we're collaborating with German director 
Tom Tykwer on his new movie, The Light. We are also working on another 
2D film with a U.S. coproducer about the Second World War. Plus, we're 
partnering with Patagonia on a 2D film that addresses the ecocide committed. 
by the fishing industry. 


Goals for 2025 and beyond? 

We strive to continue expanding our slate of IP development. We also want 
to keep collaborating with networks, streaming platforms, video game 
studios, creators, and production companies to help them execute their 
visions across various formats. Whether working together on shorts, features, 
or series, we see the potential for these projects to become cultural icons. 


For more info, visit finalfrontier.tv and lecube.tv 


Honkai Clock Boy produced for Chinese video game studio HoYoVerse 
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A Six-Year-Old Sensation Gets Animated! 


NJ WORLD AND 3MEGOS JOIN FORCES TO CREATE THE NELLY JELLY SERIES. 


NJ World and 3Megos’ Nelly Jelly 


T he Lithuanian children’s literary sensation 
Nelly Jelly is getting ready to make a big 
splash as a charming CG- animated series 
by NJ World and 3Megos Studio. As Simona 
Krasauskiené, CEO of NJ World tells us, “Nelly 
Jelly, which is known as Kaké Make in Lithuania, 
is a cherished character. Created by Lina Zutauté 
to teach her son the importance of brushing 
his teeth, Nelly Jelly first appeared in the book 
Nelly Jelly and Mess Mess Gnome in 2010 and 
quickly became a beloved figure. She's a clever, 
determined six-year-old who, along with her 
monster friends, helps children tackle various 
problems with humor and creativity. We are 
pleased that NJ World has started working with 
3Megos in 2024 to develop a special animated 
series for preschoolers.” 

“3Megos was founded in 2017 to create 
commercially viable, cross-media formats for 
kids,” says Martin Lowde, CEO of 3Megos. “We 
have experience in developing new IPs, so when 
we first encountered Nelly Jelly, we immediately 
saw her potential to engage children globally. 
We're confident her relatable and entertaining 
stories will captivate kids worldwide, just as they 
have in Lithuania.” 

Krasauskiené says she’s very pleased with 
the way 3Megos has transformed this popular 
illustrated character into CG animation. “The 
team has truly captured her cheeky, curious, 
and determined personality,’ she says. “On our 
side, with our intuition and research we focus on 
understanding the preferences of the Alpha and 
Beta generations. We see that Gen. Alpha and 
the up-coming Gen. Beta will look for content 
that blends digital fluency with eco-conscious 
values. The Nelly Jelly series has a combination 
of these elements with imaginative problem- 


solving and themes of diversity and inclusion” 

According to Mark Vale, VP of production 
at 3Megos, Nelly Jelly stands out as a relatable 
six-year-old living an ordinary life with a magical 
twist. “Her world, filled with lovable monster 
friends Jim and Jam, introduces chaos, slapstick 
comedy, and enthusiastic guidance, leading 
to hilarious situations that she navigates with 
cleverness,” he explains. 

The Nelly Jelly animated series is written by the 
Emmy and BAFTA-winning writers Paul Larson 
and Laura Beaumont, known for their work on 
shows like Bob the Builder and Thomas the Tank 


“The show’s other characters, Jim and Jam, 
also break traditional gender stereotypes,” 
Krasauskiené points out. “Jim, a pink male 
monster, loves books and analysis, while Jam, 
a strong green female monster, protects Nelly 
Jelly and spreads positivity.” 


Experts in Children’s Entertainment 

3Megos has produced animated shows such 
as Bush Baby World for international markets. 
“We're currently working on a new series called 
Actimates, aimed at getting kids active, set to 
launch in early 2024. We're also developing an 
adaptation of a beloved publishing series about 
a tortoise named Albert” 

NJ World will continue to expand Nelly Jelly’s 
presence in Lithuania with books, theater plays, 
and experiential events. “We have achieved 
significant success with over 2 million Nelly 
Jelly products sold in 2023 alone in the market 
of 140K target audience, and 2.6 million total 
population,’ Krasauskiené notes. “We have 
30 local licensing partners. One of our recent 
collaborations is a gardening project with Zalia 
Stotelé to encourage children to go outside and 
grow their own vegetables. We have prepared 60 
new products, but our main focus is to secure 
the budget for the series and develop it further. 
Our deep understanding of the native market 
helped us create a successful licensing model, 


Engine, as well as for other titles from Disney, 
DreamWorks, and Aardman. The project is led 
Mark Vale, who has over 30 years of experience 
at the BBC. 

“In terms of animation itself, to transform 
Nelly Jelly from book illustrations to CGI, we 
try to preserve her original quirky look,” says 
Vale. “We kept the charm of the design, adding 
fur to the monsters to make them more cuddly. 
Developing Nelly Jelly in CGI was quite enjoyable, 
especially with her unique hairstyle and wide-set 
eyes that set her apart” 


which is now ready to scale globally. We are 
eager to offer this expertise to our potential 
broadcasting partners. 

NJ World and 3Megos aim to complete the 
animation by 2025 and premiere the show in 
2026. “We plan to work with global broadcasters, 
expand our licensing from a local to a global 
scale, and hopefully, win the hearts of Alpha and 
Beta generations and their families,’ concludes 
Krasauskiené. 


For more info, visit http://nellyjellyworld.com 
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GET READY FOR REAL ANIMATION JOBS 
WITH L.A. FILM SCHOOL 


f you have ever considered getting a handson 
education in animation and visual effects in 
the heart of Los Angeles, you should consider 
The L.A. Film School’ rich programs. Kenneth 
Norman, animation and vfx program specialist and 
Bre Roberts, program manager of the animation 
online program at The Los Angeles Film School, 
answered a few of our questions about their school: 


Can you tell us a bit about The L.A. Film School’s 
Current Animation and VFX offerings. 

We offer four animation concentrations at The 
Los Angeles Film School. On our Hollywood 
campus, we provide Visual Effects and Game 
Art. We offer Character Animation, Environment 
and Character Design, and Visual Effects for our 
online students. 


What makes the concentrations stand out 
from other similar fare? 

Our Animation degree has some unique features 
that set it apart from others. First, our faculty 
members have at least four years of experience 
working in the animation industry, making them 
a valuable asset to our program. 

Many faculty members maintain active 
employment within the industry while teaching, 
allowing them to bring our students the most 
up-to-date learning experience. Second, our 
curriculum is designed based on the pipelines 
currently used in the animation industry. 

Our program’s design is another unique 
feature as we begin with a flipped curriculum 
for online concentrations, emphasizing the quality 
of the final output. Initially, we focus on camera, 
composition, and rendering using production- 
quality assets to build confidence, give students 
a better understanding of the high-quality assets 
they should aim to produce, and demonstrate 
their ability to create such assets. 


What are some of the most popular classes 
in your program? 

Courses where students have the most artistic 
freedom to explore their ideas are the most popular. 
Story-driven animation, Crowd Animation, Visual 
Effects for Games and Film, and Character Design 
are among our students’ most popular courses in 
our animation degree program. Students love 
opportunities to bring their own stories to life. 


What are the most important skill sets that will 
be taught in your program? 

The Los Angeles Film School’s Animation 
concentrations aim to equip students with diverse 


skills to succeed in the animation industry. Here are 
some key skill sets commonly taught in animation 
concentration programs: 

Animation Principles: Understanding the 
core twelve principles of animation and how to 
implement them into 3D animation. 
Character Design: Creating visually appealing 
and unique characters that fit within the context 
of the animation project. 

3D Modeling and Animation: Utilizing industry 
standard software for creating 3D models and 
animating characters and scenes. 

Visual Effects (VFX): Incorporating visual effects 
into animations or live-action films to enhance 


the overall visual appeal. 

Rigging: Understanding the process of creating 
skeletons and controls for 3D character models, 
enabling realistic movement. 

Texturing and Lighting: Learning to apply textures 
to 3D models and effectively use lighting to 
enhance the visual quality of animations. 
Industry Software Proficiency: Becoming 
proficient in industry-standard animation software 
such as Autodesk Maya and Unreal Engine. 
Portfolio Development: Crafting a strong 
portfolio showcasing various final projects and 
demonstrating proficiency in the student's chosen 
career interests and styles. 

Professional Development: Understanding 
the business aspects of the animation industry, 
including networking, job searching, and staying 
updated on industry trends. 


What kind of advice would you offer prospective 
students who want to enroll in your program? 
Your well-being should always come first. Trying 
to learn something new without a balanced lifestyle 
can significantly impact your concentration and 
health. Your mind and body need nourishment, 
sleep, and emotional support to absorb new 
learning content effectively. Our student advising 
team is available when life inevitably happens 
during our students’ 36-month experience within 
The Los Angeles Film School. 

The key to learning is to communicate 
appropriately and be open-minded. 

Most students come from a standardized learning 
background where they complete a project, accept 
the grade, and don't necessarily follow up on what 
they could have done better. They should think 
of college as more of a mentorship and push to 
understand the relevance behind what they are 
learning and how it aids them in their goals. 
Find an organizational and time management 
paradigm that works for you. 

Set a particulartime and place to work in your 
home. Understand you're not perfect, and we 
all slip up. Learn from it, course correct, and 
rebalance your time. 

Remember, every person you meet is an 
opportunity to connect and network. We offer 
multiple community events on campus and online, 
including game nights, seminars, and art jam 
sessions. Surrounding yourself with people who 
have similar interests will keep your motivation and 
engagement high. These connections could help 
you find opportunities after graduation as well. 


For more info, visit www.lafilm.edu 
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The L.A. Film School Congratulates 


MARLON RIVAS 


VISUALIZATION ARTIST ON AVATAR: WAY OF WATER, 
HAUNTED MANSION AND REBEL MOON 


We are honored to induct alumni Marlon Rivas, Veteran, and 
seasoned Visual Effects Artist, into The Los Angeles Film School 


Spotlight Academy. 
LEARN MORE: www.lafilm.edu/spotlight 


<<“ 


Important information about the educational debt, earnings, and completion rates of students who attended this school can be found at: lafilm.edu 
marks 
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SHORTS 


An Extraordinary Shellfish Tale 


Directors Alexandra Ramires and Laura Goncalves look back 
at the creation of their Annecy Cristal-winning short, Percebes. 


bz 
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By Ramin Zahed 


ast June, the year’s top narrative short 
L winner at Annecy was a beautifully 

drawn, 2D-animated documentary 
about the life cycle of an unusual shellfish 
called percebes (a.k.a. the goose barnacle). 
The inspired French-Portuguese project 
was directed by Alexandra Ramires (Drop 
by Drop, Tie) and Laura Gongalves (Garbage 
Man, Drop by Drop). The talented duo was 
kind enough to tell us a little bit more 
about their fascinating work, which is also 
competing at the Ottawa Intl. Animation 
Festival this month! 


Congratulations on the major success of 
Percebes! Can you tell us a little about the 
history and inspiration behind the short? 
Alexandra: We wanted to artistically explore 
the conversations and concerns we regularly 
have using an animal that fascinates us 
so much. 
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Laura: The film arises from a desire that 
has been growing over the years living in 
cities that are becoming extremely touristic, 
and the feeling of loss of space and our 
connection with the constant changing 
places in these cities where we live. 
Alexandra: In the Algarve, where | grew up, a 
region that has been experiencing a wave of 
exacerbated tourism for decades, we find a 
feeling of duality from the people who have 
stayed. On the one hand, [there’s] a certain 
dependence on tourism; on the other hand,a 
feeling of revolt/frustration for not being able 
to enjoy their own beach and town. This ends 
up being the starting point for us to represent 
this feeling that we both share, but which the 
voices of the people, who live closer to this 
reality, testify very clearly. 


When did you start working on it and how 
long did it take, and what were the main 
animation tools used? 

Alexandra: The first interview was done 


as" 


4 


of a mollusk ir 
region of Portuga 


in 2018, and from then on the film started 
slowly to unfold. Over the next few years, 
we made other films while adding more 
interviews and drawings to the development 
[of] Percebes, which permitted us to continue 
writing and working on the main structure. 
Laura: After having closing the soundtrack 
with the voices, we finalized the animatic 
with the visual narrative to get ready 
for working on the layouts and starting 
production with the animation team. 

Alexandra: The production process took 
about two and a half years. The animation 
is done frame by frame. That’s how we've 
always worked so far. We used TVPaint for 
the animation, masks and digital painting. 


How did you decide on the overall visuals 
and style of animation? 

Alexandra: We wanted the colors and 
techniques to reflect the place we were 
portraying. Since we also wanted to show 
people’s relationship with the sea, using 
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materials with water (watercolor) and salt 
was something important for us. 

Laura: We decided to select three main colors 
to portray the most important elements of 
our environments: blue for the water, red for 
the skins and black for the percebes, rocks 
and swimming suits. The camera movements 
in the animation were important to connect 
all the spaces we wanted to travel and at the 
same [to] take advantage of the waviness of 
it, like being in a boat or swimming in the 
sea, while showing the backgrounds and 
important elements of the spaces portrayed. 


What are your thoughts on the marriage 
between animation and documentary 
filmmaking? 

Laura: As a duo, documentaries make sense 
to us because by portraying a concrete reality, 
co-directing forces us to constantly debate 
our experiences and points of view, and this 
helps us to strengthen the films’ narratives. 
When we are making films together, we 
always end up making something that grows 
from our talks and experiences together 
in our daily lives, that have some level of 
familiarity, and funnily enough, mostly they 
have a social dimension. 

Alexandra: We find it very powerful to 
give voice to the real people who are 
experiencing the feelings and contexts we 
find so important to portray, from our roots 
and culture. People feel more comfortable 
giving their testimony when there’s no 
camera in front of them. 

Laura: At the same time, staying very faithful 
to the documentary side, our visuals are very 
heavily based on our experience during 
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the “reportage”: the people we interview, 
backgrounds and elements we find in the 
context we are portraying. 

Why was the subject matter was so important 
and special to you? 

Laura: We both felt that this shared feeling 
of loss of space (for the inhabitants of the 
city), was something very universal at the 
moment; It is not something affecting only 
Algarve, in Portugal. There was a very big 
desire to exteriorize this feeling but also 
the desire to portray a specific complex 
context that is felt in the Algarve, a place 
where we have a history and an emotional 
relationship with the people, the landscape 
and the socioeconomic context. This brings 
a familiarity to the film that is vital for us 
to have in our work. 

Alexandra: There was also a strong desire 
to portray this animal, whose strangeness 
brings mixed feelings and raises so many 
questions for scientists, locals and tourists. 
The same is true when we try to understand 
the feelings of the people who decide to 


live in a place so driven by tourism. Visually 
disconcerting, the percebe causes great 
fascination to those who see it. Tourists 
usually don’t want to taste it because of its 
weird looks, so it’s like somehow it can’t be 
stolen from the inhabitants of that region 
of the Algarve, like so many other things 
are. Percebes were also the reason why 
Charles Darwin didn’t publish the theory 
of evolution earlier, because he wanted to 
understand them better. 


Biggest animation influences? 

Laura and Alexandra: Michaela Pavlatova, 
Priit Parn and Wendy Tilby and Amanda 
Forbis are some of our common “conscious” 
references. 


What do you hope audiences will take away 
from Percebes? 

Alexandra: We would like for the film to 
create a space for reflection on the rapid 
transformations that have been taking place 
in cities over the last few decades, while at 
the same time bring awareness to protect 
the elements that characterize us culturally. 


What did your experiences with your previous 
shorts teach you about the crazy festival/ 
awards-season madness? 

Laura: Chill out and enjoy the ride. The 
best thing is that we are working toward 
more people watching our film and hear 
the voices of our friends in this little piece 
of land, talking about something a lot of 
people in the public (living in the city or 
not) can relate to. m 


Percebes will compete at OIAF this month. You can 
learn more at mubi.com/en/us/films/percebes. 
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CLOSING SHOT 


A DAY IN 
THE LIFE 


Director Isabel Herguera won this year's Annecy Contrechamp 
award for directing the acclaimed feature Sultana’s Dream. 
The film is also screening in competition at the Ottawa 
Intl. Animation Festival in September. The gifted Spanish 
director-producer was kind enough to share a few photos 
from her day with us this month: 


Here | am at the hospital in Orbetello, in Tuscany, 1 am Looking for the right paper to draw — always It’s time for some tests on the multiplane. 
Italy, accompanying my mother-in-law fora blood —_a special moment! 
test. Luckily, everything turned out O.K. 


It’s important to bring some order Now I’m on my way to Rome! A lovely lunch with my sister-in-law, Why not take part in a sound work- 
into the animation folders. Eti, and Gianmarco! shop in a park? 


Se Say a 


Summer evenings are perfect to meet some friends of a special occasion. Just in time for an open-air screening of Sultana’s Dream in the park! 
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THE ULTIMATE 
GATHERING 


OF ANIMATION ARTISTS! 


COs LIGHTBOX 5024 


3 BIG DAYS 


Meet the minds behind your favorite films, games, animation and illustrations! 


120+ HOURS OF PROGRAMMING 


Learn from industry leaders through presentations, talks, 
demos, panels, and portfolio reviews! 


FUEL YOUR CREATIVITY 


Ignite your inspiration in a vibrant 
space designed for artists to thrive! 


()} y 1. 
FOR MORE INFORMATION 
& TO BUY TICKETS, VISIT: 


LightBoxExpo.com 


LightBox Expo would like to thank all of our sponsors for their support 
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The World 


November 3-6, 2024 
Garland Hotel 
North Hollywood, California 


Register Now and Save! 
animationmagazine.net/summit 


